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Personal Computer News (15-21 Sept ’83) 
gave SUPER SKRAMBLE! an overall 
rating of NINETEEN OUT OF TWENTY 
and described it as; ‘““Well implemented 

with beautifullysmooth [| | | | | 
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“..acompelling piece of frivolity that 
could give hours of fun.” was the 
verdict of Personal 

Computer News 
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Biba Gtgames cassette to have 
"SIMULTANEOUS TWO-PLAYER 
a ACTION - realistic 

sound effects tod. 


A fastaction game in 
which your pursuers 
fof-bbawealsjel-1-10 &- bale! 
intelligence as you 
master each 
successive screen. 


TERMINALSOPTWARE 
24 CHURCH LANE. PRESTWICH, MANCHESTER M25 5A] 
TEL06) 7739313 
__ PRINCIPAL WHOLESALE DISTRIBUTORS 
PCS BLACKBURN, CentreSoft WEST MIDLANDS 
SoftShop LONDON 
EUROPE: 
WICOSOFT ~ DUSSELDOR! 
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Software News 
Find out the very latest in the games software 
scene. 


Grid Race 
A battle of wits and skill on your Spectrum. 


Inner Visions 

Kevin Bezant is a talented, young games 
programmer with an up and coming software 
producer, Visions. We sent Mike Roberts along to 
see just what he does with Visions and what his 
own visions of the future are. 


Breakout 

Never ceasing to be popular is this old bat and 

He game this time written very well for the BBC 
icro. 


TRS-80 Tricks 
A bundle of fun for all TRS-80 owners to get to 
grips with some quick little games to play. 


The Rockman Files 

This is where all your programming enquiries are 
answered by our resident games expert, Simon 
Rockman (not to be confused with the famous TV 
personality Rockford!) 


Puzzle Page 
More brain benders to tortuously twist you just 
when you think you've had a rest from games 


playing. 


Software Reviews 

Loads of games are put through the rigourous 
tests of our review team. Find out the good the 
bad and the ugly of the software scene. 


Bomber «2.5.65 65+:. eux au dss eke eax vad sceeus fas 45 
Bombs away with this all-action Apple game. 


FREE PULL-OUT POSTER PROGRAM 

Slalom Race 

A great game to go with dynamic poster which 
you can stick on a wall — or something. 


COMPETITION 

PRADIE SOP OO ono oe mica en ss os So es ee ces 48 
Win £100 of goodies from software firm Rabbit in 
a quick and easy competition. 


Zombie Island 
Don’t let the zombies get you in this terrifying 
game from the Sharp MZ80K. 
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Fox and Hounds 
Tally Ho and off you go inab 
will make,your blood boil! 


af sae 


COMPETITION 

Carnell Software 

Yet buckets more software up for grabs in 
another competition in which you'll need your 
wits about you. 


A cracker of a game for those who like the fun of 
flying. 


Arcade Action 
We take a look at some of the newest arcade 
games to come into arcades — laser discs. 


The Runaway Robot Replies 
Letters from you to us — and what you think 
about Games Computing. 


A simple but fun game to play on the BBC Micro. 


Solitaire 
Strategy rules O.K. in this game for the thinking 
person. 


Video Vying 
All the latest home video games tried and tested 
by eager players. 


POVOIGE iinicvkss is tines ess cs ba dies as chee teens 85 
Here’s an ancient strategy game to test your 
brain to the full. 


Wargames. 
Dabbling with digits is what's in store for you this 
month in our wonderful wargaming series. 
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Using M/C graphic routines, a game 
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Nuclear Attack/Grand Prix 


Basi 
Demon Driver Basic VIC20 — £5.95 


Lunar Rescue Basic VIC20 — £5.95 
Apple Bug/Crazy Climber Basic 








c VIC20 — 


Hearts & Diamonds/Hi-Lo Basic 
VIC20 — £5.95 


£5.95 








Machine Code Monitor ®@ee2eees3e?es®e 
VIC 20 — £5.95 VIC20—£14.95 @@ee7eee?¢€e@eessd 
| wumannescue wer specrum « isascan ) | lease debit my Acoes/Barcayeard (delete as necessary) 
|| LUNAR RESCUE (48K Spectrum) ¢ fi £5.95 each Please debit my Access/Barclaycard (delete as necessary) 
| VOvRGER, (ViIC20 8 or 146K) « @ £5.95 each . For any| Number 
LIBERATOR (16K/48K Spectrum) @ £5.95 each VIC-20 | enclose Cheque/PO for £ 
PICTURE PUZZLE (Dragon 32) @ £5.95 each 
|| SPHINX (VIC20 8 or 16K) @ £5.95 each Name 
| THUNDERHAWK (48K Spectrum) @ £5.95 each Address 1 
ANDROID INVADERS (Dragon 32) @ £5.95 eact 
Ww BIRD OF PREY (BASIC VIC20) @ £5.95 each 66 Lime St., LiverpoolL11JN Tel: 0517087100 
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Try your hand at being an Orwellian Big 
Brother with Incentive Softwares new 
simulation game “1984”. 

This game puts you in charge of the 
British economy at the start of 1984. 
Data is in the computer based on 1982/ 
83 trends to give an accurate represen- 
tation of the economy as of now. 

The program was written by a 
leading expert in economics so thatthe 
economic model is as accurate as 
possible. 

Various options are open to you for 
changing the situation, raising taxes, 
cutting old age pensions, child benefit 
and anything else you care to do. 10 


New Penguin Programs 


Penguin has just released four new 
software packs in their Puffin Personal 
Computer Collection. 

The packs consist of a book and a 
tape of programs for the ZX Spectrum. 
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indicators to show you your progress, 
ee inflation and Dollars 
against Sterling. Each one of these 
indicators are represented by a graph 
for easy viewing. 

The instruction bookiet of 14 pages 
is modestly entitied “A Pocket Guide To 
Running Britain”. The game costs £5.50 
and is for the 48K Spectrum although a 
BBC ‘B’ versionis on its way. The datais 
to be updated every sixmonths for 
accuracy, and there may even be a 
“1985” so watch this space for more 
news. 

Incentive Software is located at 54 
London Street, Reading RG1 4SQ. 















For younger users there is the Korth 
trilogy, which is about a group of 
people trying to save the world from 
the Korth emrire. 

At various points in each book the 
reader is asked to refer to the programs 
on tape. There are three programs on 
each tape, each program Is different in 
design so they are all not ‘zap’ games. 

The programs are interrelated and 
pick up On certain events in the story, 
such as a lunar landing program. The 
stories are Sci-Fi based suitable for 
seven to ten year olds. 

The Warlock of Firetop Mountain 
was a best selling childrens book with 
over 250,000 copies sold. So you've 
read the book, now play the video 
game. 

Coming as a package with the tape 
and the book, or just the tape if you 
already have the book, the tape con- 
tains a maze game in which you alter 
ego running around a maze with only a 
sword and a few arrows to protect him. 

On your travels around the maze 
you must kill monsters and pick up 
keys. When 15 keys have been found 
you can have the final conflict with the 
Warlock. The software is of the same 
theme as the book but is an indepen- 
dent program in its own right. 

The Korth Trilogy, Escape from 
Arkaron, Into the Empire, and 
Besieged!, retail at £4.95 each. The 
Warlock of  Firetop Mountain 
costs£6.95 including the book and 
£5.50 for the tape alone. 


Penguin Books can be reached at 
536 King’s Rd, London SW10 OUH. 
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Quick Byte Coup 


Two top games software houses 
recently joined forces in a special pre- 
Christmas venture. 

The venue was London's 
prestigious Hilton Hotel where the two 
firmshosted a formal dinner, but things 
were not al! they seemed. Rumours 
were rife that the two companies 
involved were to announce the 
formation of a nationwide chain of fast- 
food shops to be called ‘Quick Byte’! 

But instead it turned out that Quick- 
silva and Bug-Byte pulled a fast one on 
the press and software industry alike. 
The ‘do’ was an award ceremony for 
computer publications, journalists and 
software firms. Really it was just one 
big joke but by all accounts everybody 
by a whale of a time and took the 
awards in good spirit — probably quite 
literally! When you read the list of 
awards you'll see that some of them 
aren't complimentary at all. 

And we're proud to say that the 
publishers of this magazine were not 
left out of the action, nor indeed were 
some of the firm’s employees! 

Here is a complete list of all winners 
and nominees, the winners name 


follows the category and any other) 


nominee follows after that. 


Program of the year: The Hobbit, Jet 
Pac, any flight simulator. 

Best Advertising: Brainwave, Mijid, 
the Northern Computer Fair. N.B. this 
year Brainwave was cancelled! 
“Surely you can see the benefits?” 
Salesperson of the year: Beverly 
McNeil of ASP. Rodney Holland cf 
Currah, the publishers of Home 
Computer Weekly. 

Worst Dresser: Pete Neill and Chris 
Holland of Salamander Software. Paul 
Liptrot editor of Home Computing 
Weekly, Tim Langdell of Softek. 
“Ain't it cute”: Artic’s lorry logo. 
Psion’s Horace, Cuthbert from Micro- 
deal programs. 

Grubby Award: Home Computing 
Weekly for its front page pictures of 
girls. Oric for its team of sales girls, 
Computers for All for its girls in leopard 
skin leotards at shows. 

The most Awesome Use of the Word 
Awesome Award: Jeff Minter of 
Llamasoft. 

Most Original Program: All programs 
by Interceptor Micros, Oceans Mr 
Wimpy. 

Boob of'the Year: Softek for printing a 
1983 calendar for 1984. Texas Instru- 
ments, New Brain, Jupiter Ace, Acme 
for advertising games without saying 
which computer hig ¢ ran on. 
Paranoid Award: Neil Johnson of 
Microdealer UK. 

Media Buying Award: Imagine for 
spending untold millionsin regional 
news advertising, Anirog for advertis- 
ing on Channel 4, Artic for advertising 
on Grampian and Yorkshire TV. 
Golden Gob Award: Paul Liptrot, 
editor of HCW ({again!). Rodney 
Holland, anyone from Norway. 

“Feel the Width” Award: Nick 
Alexander of Virgin Games. 

The awards themselves were busts 
of Sir Clive Sinclair and were con- 
sequently called “Clives” except the 
“Golden Gob Award’ which was a large 
open mouth on a plynth. 
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More For Young Money 


Durell Software has taken a revolution- 
ary step in its new software packaging 


A New Gem for Lynx 


Gem Software has expanded its Lynx 
range with two new arcade games. 
Spanner Man is a ‘Felix in the 
Factory type of game, where Pete the 
Plumber has to fix leaking pipes in his 
boiler room before he gets flooded. 
Oh Mummy!! is a painting game 
where doomed archeologists run 
around a burial chamber. The burial 
chamber is a grid of boxes, which you 


Stand By For Beyond 


Space Station Zebra for the 48K 
Spectrum is new out from Beyond 
Software. The scenario is of a 
damaged space station under attack by 
a customary bunch of alien hordes. 
The station can be rotated to pointin 
any direction, and the graphics feature 
a moving background with such 
scenery as another 
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in the form of games listings which are 
fully anotated with REM statements 
that actually explain how the program 
was written and how to write your own 
similar games. 

Durell’s managing director Robert 
White, who is a qualified teacher, 
explained that when Durell first started 
in business the two games in question, 
Lunar Lander and Asteroids, were 
released separately but they only sold 
about 1000 copies due to software 
buyers having an- aversion. to 
educational software and BASIC pro- 
grams. 

The new tape, Galaxy 5, has five 
games on it. Two of them are BASIC 
instruction games and three pure 
machine code arcade games. 

In this way the buyer is attracted by 
the arcade games but can then learn 
something from the basic games. 

The arcade games are Galaxy, 
which is a galaxian type game, Astro 
War, a space version of Durell’s best 
selling Harrier Attack, and space chase, 
which is a part of one of their other 
games as well. 

Galaxy 5 costs £6.95 it runs on the 
16K Oric-1. You can contact them at 
Castle Lodge, Castle Green, Taunton 
TA1 4AB. 


must surround in order to reveal their 
contents. Mummies chase you around 
the screen and try to exact their 
revenge. 

Both games are written in machine 
code and really show what the 
graphics of the Lynx is capable of. This 
is mainly because Gem wrote their own 
operating software to drive the screen. 

Both games sell at £7.95 and Gemis 
at The Maltings, Sawbridgeworth, 
Herts. 


station, planets, and various stars. 

A radar screen and other instru- 
ments display your status, energy 
remaining, speed, direction, and ready 
to fire. The radar screen is particularly 
useful as it shows when the bad guys 
are near you and your ship. 

Space Station Zebra costs £5.95, 
and is available from Beyond Software, 
Durrant House, 8 Herbal Hill, London 
EC. 








DITTO DATA LTD 


ATTENTION ALL TOP PROGRAMMERS |! ! 


YOUR BEST AND ONLY THE BEST MACHINE CODE GAME 
PROGRAMS FOR COMMODORE 64 — VIC 20 — B.B.C. 
AND SPECTRUM. 


WE WILL ENSURE YOUR PROGRAM HAS MAXIMUM 
SALES SUPPORT, WITH OUR LARGE DEALER AND 
MARKETING NETWORK. 


OUR OWN LARGE INHOUSE DUPLICATING 
OF TAPES AND DISCS. 


Contact: NEW PROJECTS DIRECTOR 
DITTO DATA LTD. 
CORNER HOUSE 
6-8 THE WASH 
HERTFORD 
SG1 41PX 


Telephone: HERTFORD 554474/554484 





At last, a magazine that 
gets to the core of it. 



























As the proud owner of an Apple, you 
know that really helpful magazines 
don't grow on trees. 


But now there’s Orchard Computing. 
wy. Orchard is a brand new quarterly put 
— y) together specifically to suit the Apple 

, user. 






It brings you the very best in useful 
; routines, business and games software. 


And not a word of it that isn't directly 

relevant to you. 
legs So if you like an Apple a day, take 
sa Orchard quarterly. 
It’s just what the doctor ordered. 


Britain’ s s best ay? for Apple users 
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quality of present st 
Weekly, April 83). ae 
SPECTRUM 48K 180K of program in six parts . . . only £7.50 
ZX-81 16K over 100K of program in seven parts . . . only £7.50 
Why pay more for less of an adventure? 












THE ADVENTURES OF ST. BERNARD 


An exciting, fast moving, machine code, arcade- : um 
intrepid St. Bernard through the perils of the icy wast 
from the clutches of the abominable 


G 








to rescue his Mistress 
£5.95. : 


Prepare yourself for the man} 
to enter “THE CRYPT”. . : eee 
You will battle with giant scorpions, H fel spawn, a Poibiiek and if you 
are unlucky enough — the Dark Ciclo: in this arcade style adventure. 
Available now for the 48K Spectrum @ £4.95 > 


where you guide your  * = 


hice — Both programs make good use of graphics and 
taining package.” (Sinclair User, Aug ’82) 

Wumpaaitiaevie A varied mix from Carnell, all featur- 
po and graphics and all of them good games for- all ages 
s particularly good for children).” (Popular Computing Weekly, 








Aug ‘82) 3 
ug ; 
> 
2 STARFORCE ONE 
Falipie Chedobek quatdians of the central computes in & supeibly stylised three 
dimensional battle game . 48K Spectrum £5.95. 
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THE DEVIL RIDES IN 


I uttered the last incantations as the clock struck thirteen. All fell silent sc Ae 
a faint rustling in the corner. From out of the shadows they ‘came, a 


against me but 1 was not defenceless until the Angel ‘hey Death astride a 
P : 


hance were slim, but if my luck ieid ¥ 
(Fast moving, machine code, ‘all action, . A 
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cated by the armies of Lord Fendal. So ends the 
i Sep name in the history of the Fourth Mee 
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SOFTWARE LZ 


THE PYRAMID is an.arcade style game which has a very adventurous feel to it. 

The Pyramid contains 120'‘ehamberson 15 levels. In order to get from one chamber to another 
you must fight off the indigenous aliens to collect an energised crystal which will neutralize the 
force field guarding the two exits. 

The Pyramid is inhabited by a total of GO wierd and exotic alien types, all of which are 
beautifully animated. Youwill meet a whole variety of demons, droids, insects and.monsters, with a 
sprinkling of the more unusual, the extra-terrestrial tweezers, galactic strawberry, Cosmic claw, 


mutant eye, plus a whole host of entities that defy rational description. You will no doubt invent 
your own nicknames. 4 


& 


You proceed to explore the Pyramid from top to.bottom with the difficulty generally 
increasing with the depth offlevel. Depending on the choice of exit frommeach chamber you are likely 
to have a different game every time you play. — 

Apart from the challenge of trying tow, — 
achieve the highest score possible the ~~ 
pyramid contains a number puzzle to a 
solve. The more chambers you | aaa 
successfully visit the more informatien : 
is gathered to enable you to discover : 
the secret numbers of the pyramid: RA 















The puzzle won't take youa_ | ; i Vea 
few days to solve, it will ST 
0) £0) 0%] 0) Va f=), Com 0) 0a, é aio Vek 


few months. y [i 1 ft 1. ee 


FANTASY SOFTWARE 

is aVailable trom VW.H.Smiths, 
John Menzies and 
Computers For All 


Conipduible with all leadiiig joysticks 


For 48K 
Spectrum 


HE PYRAIVMID ts avdilable dt £5.50 fivuiti 
FANTASY SOFTWARE, FAUCONBERG LODGE 27A S81 GEORGES ROAD CHELIENHAM GLOS GiL50 3DT 
despdtcned Dy return first Class pus Luoyeune: wilh diliemibersnip nuinbel chiuulrig you tO Giscourit 
vii Oui TorAconiiig DBlocKDustilig softWwaie 
é | 9 








| RUNS ON 
SPECTRUM 


Grid Race is a fast, all action game, in 
which you have to prevent “The 
Raper from reaching the bottom of a 
gri 

As well as this task, you have also to 
get rid of other creatures which work 
their way down the grid at regular 
intervals. 

On running the program, after the 
instructions, (which can be removed 
by deleting line 70 and lines 6000-6160) 
you are faced with an eight by eight 
grid with your base at the bottom. Use 
Hh keys as follows: S-Left, 8-Right, 
0-Fire. 


Variables Used 


A$ = Graphic character, when 
defining graphics. 

: Title of screen. 

C Extra character on screen. 

G$, H$ = Grid 

M$ = Display of bases left. 

B = Byte of UDG. 









BASE = Column position of base on 


row 19. 
C = Extra character on screen toggle. 


EXX = Newposition of extra 
character. 

EXY = Column position of extra 
character. 

RUNNERX = Row position of runner. 

RUNNER Y = Column position of 
runner. 
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Move runner on grid by column. 
Move runner on grid by row. 
Replace grid where runner was. 
Print new position of runner. 
Test if runner had reached the 
bottom. 

Print base. 

Test if to start new character on 
screen. 

Move base. 
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it took just a flight of stairs for 20 year 
old Kevin Bezant to dream up a com- 
puter game — and about three months 
to convert it into a program. (The result 
is Visions’ Software Factory’s latest 
best selling Spectrum game, 1994 (Ten 
Years After). Kevin, in aninterview with 
Games Computing, said he gets his 
ideas at the most unlikely times, but the 
ideas are the most difficult part of pro- 
ducing a program. From then on the 
programming just takes time. 

Kevin likes to start with an original 
theme or idea, never copying some- 
thing else, and go on from there. When 
writing his latest game, which is not yet 
released, Kevin wanted to use a heli- 
copter because they're not used very 
much in current video games. Then he 
had to decide between a Defender 
style horizontal zap game, or a novelty 
game. Eventually he opted for a 
novelty game, making the helicopter 
clockwork and shooting at toy tanks 
and other objects. 

“The important thing to find is what 
will work well with the graphics” he 
says. “If the graphics are right then the 
game falls into place”. yy, 


Kevin specailizes in machine code 
arcade style games for the Spectrum’s 
Z80A processor. His games are not 
written using a specialized develop- 
mentsystem with vast mainframes like 
some computer programmers, for 
instance Psion use a huge PDP VAX11 
mini computer to work out their games. 
Kevin has a standard ZX Spectrum 
without even a ‘real’ keyboard to take 
the strain. He does however use the 
Picturesque assembler and is intend- 
ing to get the Zeus assembler. 

‘Assemblers are essential for games 
writing as any game must seriously be 
.written in machine code to be any good 
at all, basic games are just too slow.” 

Although Kevin writes original 
games and not straight copies of 
arcade games, he likes to look through 
the pages of other software houses’ 
catalogues to see what games are on 
the market, which helps him with the 
ideas side of games writing. 

In his 15 month career as a commer- 
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cial games writer Kevin has written 
four games, one ZX81 game for Quick- 
silva, Lunar Rescue, and three ZX 
Spectrum games for Visions, Sheer 
Panic, Rapeedes, and 1994 (Ten Years 
After). 

Kevin started his association with 
Visions when its managing director, 
Sean de Bray saw some of Kevin's 
work and subsequently offered him a 
contract. All of Kevin’s Spectrum work 
has so far been published by Visions. 

His all time favourite game is prob- 
ably Williams’ Defender as that was the 
game he probably put the most money 
into! As far as computer games go 
Kevin likes all Acornsoft games due to 
their highly accurate reproduction of 
Original arcade games. This is helped 
mainly by the BBC Micro which he con- 
siders to be a good games machine. 
Kevin does not particularly like the 
Spectrum as a games machine due to 
its relatively poor graphics and lack of 
sound. As a computer to write for Kevin 
has his problems. “The Spectrum cas- 
sette interface is very unreliable and 
sometimes | have to save a program 
four or five times, and for 40K of code 
that’s up to half an hour watching a cas- 
sette recorder”. 

Kevin also has his criticisms of the 
Spectrum's sound and graphics abili- 
ties, or lack of them. “The display file on 
the Spectrum is very awkward and the 
sound is virtually non-existant, the key- 
board is very hard to use”. 

Kevin's dislikes for some computer 
games are usually to do wwith bad key- 
board control. “For Ultimate’s Lunar 


20 


Bek 
# in eight months time but does not want 


yet’. 


Jetman you need to be an audio typist 
with twelve fingers to play it, it has so 
many controls. | like a game with sim- 
ple controls. In 1994 | gave the user 
only five keys to contend with. 

Kevin works 40 hours a week as an 
electronics apprentice for Thorn EM| at 
Feltham. He finishes his apprenticeship 











to go into writing software full time as 
he has some doubts about the security 
of having the sort of job which relies on 
public demand. Today the climate is 
fine but who knows when the compu- 
ter boon will end. 

“| have very little social life at all, 
although | do take Saturday and Sun- 
day evenings off”. It's not surprising 
when he spends 40 of his spare hours a 
week writing software. But if his games 
are best sellers it pays dividends with 
25% royalties per game from Visions. 

Kevin likes delving into the Sinclair 
ROM and says “there are things in the 
Sinclair ROM that are not used like a 42 
column screen handler”. 

As to the future of the computer mar- 
ket Kevin thinks that there is definitely a 
future in the games industry “there will 
always be a cemand for games, new 
games mainly, but the bottom isn’t 
going to drop out of the market just 
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This is a version of the popular arcade 
gaine: At the start of this program you 
ind yourself facing a multicoloured 
wall of bricks which you have to knock 
out using the bat and ball. The wall 
moves steadily towards you and is 
replenished from time to time. 


Options 


The controls are simply Z for left and X 
for right. If the ball hits the left hand 
side of your bat it will bounce off to the 
left and so on. Before the game begins, 
you can choose ball speed (one to five, 
five being the fastest). Now you are 
ready to go. The game runs on a model 
A or B without any alterations. There is 
also a top ten scoreboard to record 
your prolific scoring feats. 


22 


Program Description 


Lines 10-160 are employed making the 
introductions and setting up the top 
ten board. 

PROCsetup. This draws the wall and 
court ready for play. It also sets up the 
sound. 

PROChkatmove. Line 450 sets up most 
of the variables. Lines 460-510 move 
the bat and lines 520-540 decide the 
time for the computer to wait before 
moving the wall down. 
PROCballmove. This moves the ball, 
checking to make sure it does not go off 





the edge of the screen. It also wipes out 
a brick if hit. 
PROClifelost. Gets rid of one of your 
ee and checks to see if you have any 
left. 
PROCend. Asks if you want another 
ame. 
PROCscrolldown. Decides if there is 
another layer of bricks needed or not, 
after the wall has moved. 
PROCintro. Self-explanatory. It also 
sets up the ball speed. 
PROChiscores. Puts your name up in 
lights. 
PROCmaccode. This is a short machine 
code routine which moves the wall 
down quickly enough to allow uninter- 
rupted play. 
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Main Variables 


SCORE% is the score. 

L% is the number of lives. 

X% and Y% are the coordinates of the 
bat. 

BX% and BY% are coordinates of the 
ball. 

M and BX1 and BY’1 are the ball direc- 
tions. 

S is the ball speed. 


Conversion Clues 


Mode 7 Teletext is unique to the BBC 
Micro among home computers so 
some changes will have to be made 
before the program will RUN on other 
machines. It should be fairly easy to 
convert however to RUN on the BBC's 
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sister machine, the Electron. Both use 
BBC BASIC but the Electron lacks Mode 
° 


The logical choice of mode for the 


‘Electron is the four colour but memory 


efficient Mode 5. User defined 





* & 


characters can be created to replace 
the teletext block graphics and Mode 7 
CHR$ codes will have to be dispensed 
with. VDU 19 can provide some colour 
variation and the ENVELOPE state- 
ments can be modified to allow for the 
fact that the Electron does not recog- 
nise the last six parameters. 
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142 
178 
18@ 
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208 
218 
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248 
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288 
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318 
328 
338 
348 





358 
368 
378 
388 
398 
408 
418 
428 





430 : 


440 
450 
460 
478 
488 
498 
588 
518 
528 
538 
548 
358 
568 
578 
5282 
598 
688 
618 
628 
638 
648 
658 
668 
678 
688 
698 
788 


MODE7:VDU28,7,23,39,5 
VDU23;8282;8;8;0 
PRINT" HHRHHRRHRRERHHREHHREHRHR EERE" 
PRINT"+ DESIGNED BY i 
PRINT"+ os 
PRINT“+ James Mcpherson +" 
PRINT"+ +* 
PRINT "#HHEHHRHEHER EHH HEHE RE EE" 
PRINT"+ COPYRIGHT (CC) +" 
PRINT"+ 1983 ae 
PRINT" HHRRHRREHREERHERHH HEHEHE" 
A=INKEY (758): MODE7:NL%=3 

VDU 23;8202;0;0;2 

DIM N$(18) ,S%(18) 


FORQ%=1 TO1G STEP 2:S%(0%) =1000:S5%(0%+1)=1888:N$(Q%)="JAMES MCPHERSON 
MITCHELL " 


NEXT 
PROCmac_code 
PROCintro 
PROCsetup 
PROCbatmove: END 
END 


DEF PROCsetup 

PLACE=1 

VDU 23;8282;08;0;0; 
LA=4: FOR Q%=7 TO 11 


PRINT TAB(2,Q%);CHR$(144+RND(6)) ;STRING$(34,CHR$255) 


NEXT 


FOR Q4=2 TO 23:PRINT TAB(O,Q%) sCHRS$1463"S":PRINT TAB(37,Q%) ; CHR$146; "35" 


NEXT 


PREM: TAMER VEE ee te eet em SERRE SS ISIN SY ROWE MIME > 


SCOREX=8 





"sN$(QZ4+1)="PETER 


PRINT TAB(1,@);CHR$129; "SCORE=8"; TAB(11) ;CHR$133;"Hi-score "3S%(1);TAB(27);CHR$129; "LIVES= 


FOR Q%=1T04 
SOUND1,-14,10,3:SOUND1,-15, 208, 2 
SOUND1,-9,255,1 
NEXT 

SOUND1,-15,8,5 

A=INKEY (108) 


ENVELOPES,5,10,-18,18,288,208@,2008,120,120,8,8,30,30:SOUND3,3,255,1 


ENDPROC 


DEF PROCbatmove 


XA=A7SVR=22: BXK=19: BYL=21: BX=19: BY=213M=1: BXL=(RND(S)-2) #M: BY1=1: TIME=8 


PRINT TAB(X%-1,Y%);" 
XKZ=XXZFINKEY (-98) #24 (-2#INKEY (-67) ) 
IF X%>32 THEN X%=32 

IF X%<3 THEN X%=3 

PRINT TRECEE Y¥ids °" : 
PROCballmove 

IF TIME<2500%(1.3-S) THEN GOTO 472 
PROCscrolldown: TIME=8 

GOTO 478 

ENDPROC 


DEF PROCballmove 

IF BX%>3& THEN BX1=M#-1 
IF BX%<4 THEN BX1=M 

IF BY%Z=3 THEN BY1L=BY1#-1 


IF BY%=Y%-1 AND BX%<X%+6 AND BX%DX%-1 THEN BY1=BY1#-1:SOUND 1,-13,75,1:SOUND 1,-13,@,1 


IF BYZ=Y¥%-1 AND (BXX4=X% OR BXA=X2K4+1) 
IF BYAZ=Y%-1 AND BXZ=X%+2 THEN BX1=0 
IF BYZ=Y%-1 AND (BXZ=XX%+3 OR BXZ=X%+4) 


PRINT TAB(BX%,BY%)" " 
BX=BX+(BX1#S) :BY=BY+(BY1#S) 
BXA=BX: BYX=BY 


THEN BX1=-1#M 


THEN BX1=M 


IF 2(HIMEM+INT(BX)+INT (BY) #4@)=255 THEN BY1=BY1#-1:SCOREZ=SCOREX%+10:PRINT TAB(B,@);SCOREA: 


BX1=(RND(3)-2)#M:SOUND 1,-13,15@,1:SOUND 


710 
728 
738 
748 
758 
768 
778 
788 
798 
888 
818 
828 



































848 
858 
B40 
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B38 : 


IF BYAZ>Y4-1 THEN PROClifelost 
PRINT TAB(BX%,BY%) "OQ" 
ENDPROC 


DEF PROClifelost 

L%=L%-1:1F L%=@ THEN PROCend 
PRINT TAB(X%Z,Y%) 3" 4 
SOUND 8,-9,6,? 

PRINT TAB(35,8)3L%-1 
PROCbatmove 

ENDPROC 


DEF PROCend 
*#FX15, 


1,-13,255,1 
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878 
888 
898 
988 
918 
920 
938 


958 
968 
970 
988 
990 
1208 





1828 


1848 
1858 
1868 
1278 
1888 
1298 


1188 
1118 
1128 
1138 
1148 
1158 
at He 
1168 
1178 
1188 
1198 
1282 
1218 
1228 
1238 
1248 
1258 
1268 
1278 
1288 
1298 
1388 
1318 
1320 
1338 
1348 
1358 
1368 
1378 


are ranked ";PLACE; 


1388 
1392 
1488 
1412 
1428 
1432 
1442 
1452 
1468 
1478 
1482 
1498 
158@ 
1518 
1528 
1530 
1548 
1558 
1568 
1570 
1588 
1598 
1682 
1618 
1628 
1638 
1648 
1658 
1668 


167@ 
1688 
1698 
1788 
1710 


940 


6: NEXT 






. 
IF SCORE%>S%118) THEN PROCHiscores 
CLS:PRINTTAB(5S,10);CHR$138+"Do you want another game ??":At=GETS 
IFAS="Y" THEN GOTO188 

IFA$<>"N" THEN GOTO88@ ELSE CALL&DBBE 

END 

ENDPROC 


DEF PROCscrolldown 
PRINT TAB(BX,BY)" " 
CALLEDQO8 
NLZ=NLK41 
IF NL%Z>B THEN NL%=l 


IF NLY%<4 THEN PRINT TAB(3,4);STRINGS(234," ") ELSE PRINT TAB(2,4);CHRE(144+RND(6)); STRINGS ( 


34,CHR$255) 
1@1@ FOR Q%=1 TO 2:SOUND 2,-13,18@,2:SOUND 2,-13,2008,2:NEXT:SOUND 2,-15,25,5 


ENDPROC 


18038 : 


DEF PROCintro 
#FX15,0 


ENVELOPE1,1,100,-100,100,18,10,18,1,1,-1,8,128,182:SOUND 1,1,-4,18 
"s CHRSLSS 
;"Break out 


CLS:PRINT TAB(9,1@)s:VDU 157,132:PRINT ; 
FOR Q4=11 TO 12:PRINT TAB(9,Q%)¢:VOU 157,132,134,136,141:PRINT 


PRINT TAB(9,13)328VDU 157,132:PRINT ; 
PROCkey:CLS 

PRINT TAB(12,10);CHR$129;" 2.....LEFT 
PRINT TAB(12,13);CHR$1i28;" 4..... RIGHT" 
PROCKey 

CLS:PRINTTAB(6,10);CHRSit2; Select Bail Speed <1-5>"’CHR$132;" 


"sCHR$156 


A=GET:A=A-48 

IFACK1 OR ADS THEN VDU 7;50791152 

S=A/7+.3 

ENVELOPE 1,1,4,-4,4,18,22,12,127,0,8,-5,126,126:SOUND 1,1,100,18 
CLS: ENDPROC 


: 
DEF PROCkey 
PRINT TAB(S,23);CHASiLIt: Fress any key to continue" 
G=GET 
ENDPROC 
DEF PROChiscores 
*#FX15,0 
ENVELOPE1,1,1@,-12,4,122,28@,108,127,0,0,-5,8,28 
SOUND1,1,-18,-3 
FORG%=1 TO 12 
IFS%(Q%) SCORE THEN PLACE=PLACE+1 

NEXT 
A=INKEY(5@@): 
PRINTTAB(5S,12 


- 


a tr caw 
‘ 


PRINT 7 CHES$1 ase enter your name below." 
INPUT N$ 
FOR Q4=18 TO PLACE STEP -1 
N¢(O%) =NS(O2-1):524.(0%) =$%(8%-1) 
NEXT 
PROCkey:CLS 
PRINTTAB(11,@) ;CHRSi 24; CHRE130; "HI-SCORES" 
N$ (PLACE) =N$:S%(FLACE) =SCOREX 
FOR@%=1 TO 18 
PRINTTAB(3,@%44#2) ;CHRS(127+RND(6))3S2(Q0%)5".. 
NEXT 
PROCkey:CLS 
PRINT TAB(3,18);CHRS132; "Da you want another game ??":A$=GET$ 
IF AS="N" THEN CALLSDBBE 
IF AS<>"Y"THEN VDU7;:GOTOL5S3a 
GOTO18e@ 
ENDPROC 


oe SNE (O%) 


REM #* Type the machine code ## 
REM ## in carefully or else *## 
REM *# it may destroy the ## 
REM ## whole program. +# 


DEF PROCmac _code 
P%=&D08:FOR I14=8 TO 2 STEP 2 
COPT I%sLDA #&7F:SSTA &71:LDA #&48:STA &78 


LDX #22:.LOOP1:LDA &70:STA &72:LDA &71:STA &73:LDA &7O:SEC:SBC #48:STA &7B:LDA &71:SBCEO 
STA &71 


DEX:LDY #1:.LO0P 
INY:LDA (&70),Y:STA (&72),Y:CPY #37: BNE LOOP 
CPX #5:BNE LOOPI 
RTS: 1]: NEXT 
ENDPROC 
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mASLETYCHRS132;CHR$129; "Congratulations ";CHR$156; 


"sCHRS15 


(HINT:5 is the fastes 


'"sTAB(6) ;CHR$134; "You 
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Bee. 
i 





F 


























































Snake: HREM $44 SHAKE GAME B4e11-83 s+ 

When you run this programme the WA Ckssonto 164A 

screen shows this display: 145 CLS: 2s20: SA: C#=STRINGE 5. CHREC 1919 
Press space bar to play 110 PRINMTMS 242 CHREC 1 PS 0 CHREC 159 9, 

we ee the space bar) 1S PRTHTRa6+6 PHIM SG 1 oe 


he screen displays a snake like 
creature at the top of the screen. Blocks 
move rapidly up the screen and you 
have to dodae them. You have the keys 
« and » (these are the more than and 
less than keys next to the space bar). 
Your score is decided by the time you 


| 
pew Pe 

Lh AS=TMRE VS: TF Ate". " OR AS="." THEM BeeRF 
138 IF Be="." AWE Bea THEM F=2—1 

125 IF Bt="." AWG 2¢ 261 THEN 2e2+1 

140 TF POTN 2@#e. 18 o2-1 THEM GOTT Lae 

L435 SeheT s LAT 11h 


survive. 154 FORG=1 To 26: HEXT CLS 

If you want to change the keys you will bea iis LH "SCORE NES 

have to change lines 125, 130, and 135. leo PRIM" PRESS SPACE TO PLAY" 

Happy dodging te" TRF THEE Y#s" " THER GOTT 1AaS ELSE Tas 








Dodgems: The keys are: 





Player 1 
This game is for two players which Ww 
have to out dodge each other. Each A D 
player controls a snake which they X 
have to use to block the opponent with 
causing them to crash. Player 2 
The rules are: 8 
Each player must avoid going back 4 6 
onto their track. 2 
Each player must avoid going into the 
border Each game consists of 10 rounds. 
Each player must avoid hitting the At the end of these the score of each 
opponents track player is given. To continue press ‘Y’ or 


Each player must block off the other. ‘N’ to stop. 

m@ REM ¢¢# DOGGEMS Ae LTRS #4 

74 1 | BRR oT babe 14 SOs 

yiaa FOR T=] Th 1 

145 PRINT CHR 1910. STRINGS Bo. CHR ECTS CHR EO TTI 
1119 FORFA=1T TOT PRINT CHPE 1490) TRIMS 82. CHR EC L280 CHR EY 1 Pe 
LTS NET A 

116 PRU) tHE 11 oo STRING Be HRY 1 eA oS CHR EY! 1A 3 
117 FRIHT PRINT FRIMT 

171 PRINTS "PRESS AMY KEY TO PLAY" 

i-% TR [MREEYS="" THEM GOT Jes 


146 42S YP Yona Yee: Age" A" Agee 
IS PRTHTRE 3 CRD YER 1.557. TR 4605 ORL AER 
ISS TF POT hoy. os.) THEN (070 116 
tee PE PriTHT Pore THEM GOTO 160 


fet SETC RL. 1 SET ORS V2 3 
eS CF TMKE YS 

TPH TR Pee NR 6 ea" e Oe Oe" OR CS="D" THEM AS=CF 
1°59 TF re-"4" OF CF="e" Ae CeA"F" OF CF="2S" THEM BE=C0F 
tA TF AF" THEA Yet 
15 TR ARE" THEM Lett 
130 TF AFe"A" THEM dei t-1 
125 TF AS="" THEM Leet +1 
ma TF BE=-"8)"" THEM ‘/2=7%2~1 

























1% bat iF A= AN THE Fd 7 f= i “+ 
‘tH JF Re e THERM fit 4] 
1S IF @€="4" THEN See'2-1 


94 HATO T= 
{HAM Stes 147 CIT 110 


11 Sees 4+] 
11146 MEST T 
4 1A 


11 ¢%4 PRITHMT"RI AYER 1 °°; 5) PRIHT"PLAYER 2: "ose 
11:46 AE THRE VE 

1150 TF AS="7" THEN PLIW 
1155 TF Aé="N" THEM CLS: END 
fied ith 11468 
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LHe 
114 
6 
112 
1133 
{Sk 
155 
Les 
tres 
175 
Lol 
Liss 
134 
495 





Ball Simulation: | 4 
By Simon Cooper and Richard Homer- ; 444 

stone. 

This programme simulates a_ ball 





| By Damien Berril, Stuart Mundell, Gary 8 
Wick, and Simon Cooper. 4 6 
This game has a funny name and we 2 
are not sure how we arrived at it. The 
idea of the game is to ‘live’ as long as 
you can dodging the obstacles. 


Lander: | 

By Datinen Berril and Simon Cooper. 

You have to land your damaged freigh- 
ter onto the docking platform. 

You can go up with the space bar and 
left/right with « and >. 





te LANDER lreell“es Fa 
14 CLS GoTo 185 
1H FS CLEARER LAA Ys sa a | 
15 PR THT eS9en. STr LH EC Ae 
tit EM 
= PCIE =) TO 1S STEP 4 aS PR TAT -E} A) Fea yp 
( AFHTHRE Se IF Age". OR AF=" [HEH ES=Hs 
THEM 63="": TF 4-l THEN “eae 


aoFekE fy 


ae Sy | a | 














































: md: HHO VYoS THEM ‘f= "1 
q-= Aes eS THEE 4's + | 
t a PReebe yp  SiS 


| 
| ) [HEM 2355 | 
tebe PR Mae as poe | 
By) PRT Yuri aih-16 TF St THEM GOT 175 | 
los HEAT 
Fiikehskip iin PR [tiller Hr lr 
) POR RST TSA HRT} . 
[ae TF Yor24 RAD Y=.+ b+ FRU A LAADED" ELSE PR LNT CRASHED" 
| PRTIMNT"PRESS ANY KEY TO FLAY 
tere PRETTY" i ABD | JO Cun ye FHLE FUP THRLIEST' 
> AF=THKE YS | 
oe [HERE YE="" THEM Lhd La 
= littl Tee 
















Dodge: 


By Simon Cooper, Danny Collar, Stuart| 
(Mundell, and Tony Fitz Simmonds. | 
You are happily sailing down the| 
‘Thames when some twit starts throw- 
ing logs into the water You have to} 
dodge the logs for as long as possible} 
to get a high score. | 
The keys are: « and» (by the space bar), | 


The keys are: 

















The only rule is not to bump into any- 
thing other than black on the screen 










CLS:M=2a: Y=7aBg="2" 

FORR= TO 12: SETCR, 49: NEXTR 

FORR=A TO 47° SET¢ 126. 0: MEXTR 
FORR=126 TO @ STEP-1:SETCR.47 9: MEATR 
FORR=4? TO @ STEP-1:SETCG.R 9: HEATR 
Poke Ts 1 TO. ee 

SETC RMD 1269. RHDE 451) 

PE=IHR ES 
IF C#e"2" 
IF Bente" 
IF Bee"2" 


if FEM Ref DUPE te. 1] 13 sas 
7 - ti 


1 reat 






Lit <= tH =.= HE= 
1H. fSeMor Sa) 
1S AE=I(NFE rs 
Litt LF BE= 


, I 7. 
Li LF BE”, 






ie AES". HEM EAs 
“= THEM 2=s-1 
THEM 2=2oF1 
THEM iit Sea 


[Ff HF= 
Hid: 
SHE 2 Seat 8 


Lh sea+2 3 












1 ‘e) [- Em fF 
l2l PRINT, 









S PRIM anise) OS RRRE HE 

t 100700 Pe] 

S40 FORPR=1TUS00° NEXTP 

PRL AT SRE 

5 PRINT "PRES 
hl HESINKE 4 

S55 1F iNkKe ss (HEH SSS 


Sety (011 = 


Cie Cops ef fe 
THEM Mees] 
THEM #41 

TF B#="4" THEM =~] 
IF B#="6" THEM Y=T+1 

IF POTHTS! Va os-1 THEH 
SETLY sae 

[F Y=A1 
HET T 
POR R=1TOUS@Q: HES TRO CLS PRTHT "SCORE © "47 
Ht= [HEE VS 

PRIM TREES S AW 
IF JWKEY#e oe" 
OTK dis 


Ce="6" OF C#="8"THEN BE=C4 







SsRPHEE TJ. FL 









BIT 20 


AHO we] THEM SeS+ 1° G07 coe 


KET 
THEH 


Th 


Pn 


PL 
ale 








REM 4% BAIL BOUHIE THI Bee LA, 
See LT EEE 2 Boe Ech § 
145 2 Hs 1: Be pS 

1114 ep ee] 0 | ee Oe en 


bouncing off a wall. The absence of the 
wall was a technical fault (in other 
words we forgot it). You have to type In 
a velocity and the programme does the 
rest. Velocity ranges trom 1-8. 
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RESETS. +20 3 
See Le Me\ eH Gey ty TF eds 
SETCM V428 0: FORR=1 TOL HEX TR GOTO 
Forbes 1 TOSAG  MEXTR : PLM 


CIM 
Ls 
| | He: I-4 ‘a ae Ae 


Leh 
125 Lib 
LH 
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A few mistakes crept into our first issue 
of games computing, but this list 
should put all of them to rights. 


Case History 1 


64 Invasion 
a) The RUNdown was a little confused 
because some lines had been deleted 
and others moved between going to 
press and putting the finishing touches 
to the program. Line 90 did not 
disappear but was moved to line 235. 
b) The control keys for moving your 
laser base are:- 

L for left movement. 

; for right movement 

SHIFT to fire. 
c) Program 1 
changes. 

500 POKE43,0:POKE44,8:POKE45,0: 
POKE45,223:SAVE”M/C.64”":F=1 

510 POKE43,1:POKE44,8:POKE45, 152: 
POKE46,47 

680 IFR$="“Y” THEN700 

d) This program had sucha lotof DATA 
that it is very difficult to type it all in 
correctly first time so here is a hint to 
help you if you get a ?ILLEGAL 
QUANTITY ERROR IN 150:- 

RUN the program and then when the 
error appears enter (without a line 
number). 

PRINT 20000+-10*(((P+1)—20480)/8) 
This should give you the approximate 
line number of the error. 


needs the following 


Case History 2 


Fisherman Fred 

a) Here some lines were missed out, so 
this is the listing for the PROC to move 
pike. 


4% 
ge 
pute 


OE” 


‘tore Wi GE" 
ti* 
“ane 





; 
Alay rere” 












S 3 
RASS SRO 
= 3 
. 3 SEERA 
= % S Ss 
: Fk .QQOses 
= s&s oS 
Pa . § 
aad } ee 
33 
= sk 
+ = Ss SS s 
S + x $ . a 
. ee : 
See : S eee 
. . ¥ x : ‘ = 
SS ¥ : 3 
+3 . 3 
aS = nas Neibiasus ont : 2 
RS uy ea & athe RSS : . 
S. eee: Bi x a = 5 Sad ~ 
Bs NS > ae < 
. Wg S * Ss 
y RS Sah ~ SNS ; . 
wg PG NaN : we “ SS 
& x NN Rs > } coe ‘Ss 
N SS SASS » N Rca N [ws S . i 
RR Pots 3 soe SS 2 % * y % 5 
N SOE AN : a > 
x SS eee tee : 3 N S Re : + 
N pk : & SR AS 3 
. 233 b SS 2 ¥ 
x % < g N S 9 - Ry Wass ee SS $ 
BS SS eS %. ae 
& SSS NE & ie 
& ; i . ee a 
_ : Re 
ees & 
BS 


My Bina Sy . ne 
nen nha SS SS en x RS, 
woe a? s eS Nn ¢ 
LWW XX % RK : y \ 
yy % » 
N ; 











le2e2eull PDs 


BQ Bwwy 








Fy 
= 
> 
x 
BS 
x 
& 
\ 
_ BS 
SS) &K 
SS MGS 
+ 8 : SY 
3 ‘ 
¥ § & 
AM N 
yo ee 
Wee a 
‘ VWVAAVTV ee 
me 
SY 
BY ‘ 
SS N 
RS . 
¥ 
NS : 
: : . 
S x ¥ 
& & $ 
> RS : 
< : 
N s 
‘ = 
N : 
‘ x 
= Se 
TRAY NS ‘ 
SS : 
= i 
REVS 
A NI 
NY 
ae & N 
> x SS RS ¥ 
RS S es r 
= = : g 
Sy Sy N < ‘ 
= NS § S 














21 3@DEFPROCP IKEMOVE 
Z214@COLOUR 2 
215@0PDZ=PD~Z+1 
216@0IF PDZ=5 AND PLZ%=G% 
Z21i7@IF PDZ=S AND PLZ%=G% 
218@IF PDZ=S AND PL%~=G% 


2200IF PDZ=4 AND PL%=G6% 
Z22101IF PDZ=4 AND FPLZ=6% 
=35 AND PLZ 











it, 





ROCKMAN 
ILES 





omy 
Se 
BZ 


aaa dada 
Bt 
a4 


Sigh iddree 


S 


S 


S = 
Waaantinannssngl 


THEN PZ=S5 
THEN S2Z=SZ- 3 
THEN SOUND 
219@IF PDZ=4 AND PL%“~=GZ%Z THEN P2Z=HS5 

THEN $S24=SZ-3 
THEN SOUND 
=G6% THEN PZ=5 


=. 
SS 


"iy afi 





si 
ff 


Ze 
th 


EE 
Vide OE aa elas 


SN 
oR 
oy 
S$ irs 
s 3 
: ae 
; : = 8 : 
ees 
far YF gy 
Ree Sec Be a, 
Ss ssa 
= ‘ aad 
iS “Es REE Ree eee 
3 SOONG 
Ny 
s 
Bi 
ays 

















{,-15,5,1 
















dt See ope Pe | 









ON 
“YS 
Sn * 
* WH 
\ 
> 
“a 





Beer Locos 


Sasa” Rs WAVING 
SES 
= & x 
SY s 
& 3 
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Case History 3 


Snake Trap 

a) Some how we missed out the loader 
program, so although the program 
runs the monsters don’t look like 
monsters and the snake is very un- 
serpentine. Here we present the 


missing loader. 
1 
20 
38 
4B 





POKESGES 73,22 
PRIHT' COINSW RRB BPSHAKE TRAP" =e 
PRINT" SBESTHIS IS THE FIRST OF ATWO 
PRINT“ SROLEASE WAIT UNTIL THE CHARACTERS ARE 
POKES2,23 sPOKES6,23:CLR 

FORI=7168TO07679 :POKEI ,PEEKC 1+25680> sNEXT. 
FORC=7432T07495 :READA :POKEC,ASHnEAT 


PRR] PRiiclraii. | 


HEP IME” 





PRINT" Os INSTRUCTIONS" :PRINT" —— 
PRINT’ MGUIDE SUICIDE SNAKE THROUGH THE MAZE TO FAT THE RATS 8" 
PRINT"AVOIO THE MONSTERS ~ THEY ARE IHSTAHT OEATHI" 
PRINT" WONCE THE SNAKE STARTS TO NOVWE OU) CAH OHL'Y GUIDE HIM": 
PRINT" HE WON’T STOP" 
PRINT"BUISE KEYS S,X,.,¢" 
PRINT" sIgTO CONTINUE PRESS RETURHM. " 
PRINT" MLOADTTYY)" 
168 DATAG,@,2,31,60,252,8,4,62,66,153,165,165,153,66,82 
i7v@ DATR12,-63,113,224,224,113,63,12,48,252,142,7,7-142,2352,49 
126 DATAL@2,66,195,195,182,126,680,24,24,60,126,182,.195.195,66,18e2 
| 19@ OATAGG 126,219,255 ,90,90,153.-165,255,.2595 255,255,295 ,255 . 20. ao 
i 





HINTS AND _ TIPS 
Commodore 64. 


lf you've seen games like Neoclyps of 

Revenge of the Mutant Camels you 

may have wondered how the 

programmer has managed to get the 

side-ways movement so smooth. Well 

the 64 has some very ingenious trick 

hardware to make the programmers 

life easier. The two key locations for 

scrolling are 53265 and 53270. This 

little program shows how it is done:- 

10 PRING CHR$(147) 

20 A$="X" :FORX=1T039:B$=B$+A$: 

NEXT 

30 PRINTB$ 

40 FORX=1T023 

50 PRINTA$+SPC(37);A$: 
NEXT 

60 PRINTB$;CHR$(19) 

70 FORX=—7TO7 


Seg 
= : 




























I 


ts 


DO 






80 POKE53265,24+ABS(X):FORD=1 
TO25:NEXT 

90 NEXT 

100 FORX=—7T0O7 

110 POKE5327,200+ABS(X) 

115 FORD=1TO25:NEXT 

120 NEXT 

125 GETA$:IFASE”” THEN70 

130 POKE53265,27 

140 POKE53270,200 


The important lines are lines 80 and 
110. The values of 24 and 200 make 
sure that all the bits that must not be 
changed are left alone. Lines 130 and 
140 restore normal values. 

Another neat POKE is POKE650,128 
and it makes all keys auto-repeatttt! 











“Gobble” “Gobble” 


Now that Atari 
your computer, ou 
Forget ghostly a nost of 


imitations. They need 
not darken your screens a moment longer. 
Because now you can play Atarisoft™ games 
on your own home computer. 
Pin-sharp graphics, quick slick movements 
- games that really challenge your skills. 
Gamessocloseto our originals,its like having 
an Amusement Arcade’ in your own living room. 









SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE. OUT NOW-PAC-MAN; MS PAC-MAN, GALAXIAN: OUT SOON-DONKEY KONG; DIG DUG= POLE 
POSITION MOON PATROL? B.B.C. MODEL'B’/ACORN ELECTRON: ALL AVAILABLE ON CASSETTE. OUT SOON -MS PAC-MAN! DONKEY KONG; DIG DUG2POLE POSITIONS 
BATTLE ZONE® COMMODORE VIC 20: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN; DONKEY KONG; DIG DUG2 OUT SOON-MS PAC-MAN’ 

GALAXIAN; POLE POSITION JUNGLE HUNT,” MOON PATROL? STARGATE.° JOUST® COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN! DIG 





Goes “GD 


make games for 
r rivals dont stand 
A CHANCE: proseans to suit you 


computers exact requirements. 

Look at our extensive range of titles. We will 
be adding to this list so that you can expand your 
library of Atari games. Aft 
ohost now that § : 7 : 
youcanhave (ium 
the real thing? [K/ 





Up +l 


DUG ROBOTRON.© CENTIPEDE.” DEFENDER® OUT SOON-MS PAC-MAN! GALAXIAN? JUNGLE HUNT,” MOON PATROL» POLE POSITION,” STARGATE? JOUST* 
TI 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN! DONKEY KONG? DIG DUG? ROBOTRON? CENTIPEDE,” DEFENDER,” STARGATE: 


For further information, write to Atari International (UK) Inc., PO. Box 407, Blackhorse Road, London SE& “ AFARISOF : 





EXPLORE 
NEW FRONTIERS OF FUN 
WITH 













From vintage classics like“AMOK” and “ALIEN BLITZ” to thelatestclassics like 
“KAKTUS” and “MOTOR MANIA”. 
Coli MMU E-(e1a] al -Mm Oxele (=m -Vcor-lo(-Me-Vol (olism al celle sMmete-\e)alior-| MCh Tali c-m Com ilare, 
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1. Heads You Win <e 

A boy has two coins in his pocket the 
total value of which is fifty-five pence. 
One coin is not a five pence piece. 
What are the two coins? 


2. Microprocessor 


How many words can you make from 
‘microprocessor’ using the letters only 
as often as they appear above. Words 
must be: 

1. English 

2. not a proper name 

3. singular or plural 

4. at least two letters | 

5. found in any small dictionary 


Rating: 75 — average 
100 — good 
over 130 — excellent (or your spell- 
ing is dreadful) 


Send us your list and the winner will 
receive a pocket dictionary. 


3. Who Wants To Be A Dull 
Boy, Then? 


Can you turn WORK into PLAY in seven 
steps, each play being a recognisable 
English word, and then return to WORK 
in the same number of steps using 
different words? 


WORK PLAY 


PLAY WORK 


4. TROUBLED WATERS 
100 +3X9+2x12+1X5+2 
x 15 — | l/-il x 5 = 


lf you work out the above sum on your 
calculator you will come up with an 8 
figure number which could be worth a 
lot more. 


5. Computer Log 

Concealed in the grid are more than 
forty types/names of computers. How 
many can you find? 





a 
et | 


+o 7 oO 2SmSsoewtr = 2 
yawvo-UMmMaA Orr iti mm 


VTOmMmMoOrPOoOWwWwrwRewWwWDEemao 
Tmo rl «eK Or CK mM a YZ em 


Z 
x 
E 
| 
G 
H 
- 
Y 
O 
N 
E 
E 


le Be OS Sa Sm a 
Pwo oc - artcpo +} 





6. Your Number’s Up 


.  Whatis the next number in this series? 


€1.18:4 13;-— 
7. Jumble Sale 


Rearrange the following words or 
phrases into words that will be familiar 
to a gamesperson. 


SAVED IN SCRAPE! 
TIM GUN GOES CAMP 
CRIMINAL SUSPECT 'R 
MOOD CROME 






8. Ferry, Ferry Interesting 


Bogus the Booby, Grand Knight to the 
king of Falkovia was returning from the 
Crusades. Aware that the kingdom had 
been ravaged by plague and pestilence 
and that the people were starving he 
had traded his horse for supplies. As 
usual, Bogus, never a man to get the 
better of a trade, had received in 
return, a chicken, a basket of seed and 
a fox. Unfortunately he was now con- 
fronted with a problem that he thought 
was impossible to solve. Sitting on the 
banks of the River Ella he wondered 
how he could transport all three items 
across the river. The small boat at his 
side would only take him and one other 
item at a time otherwise it would sink. 
As we know, foxes eat chickens and 
chickens eat corn. Was it possible for 
him to get everything across to the far 
bank without any of the items being 
gobbled up? 
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Clues Across 


1; Two o clock — in the Middle 
Ages? (8,7.) 
ee bbl egies instrument — a loud 
guitar...? (5) 
8; Accompanied a song. (5) 
10; “Wanted — unruly toughs! (6) 
12; 25 joins the Navy and makes a 
comeback. (6) 
13; Solitary fox? (3) 
15; 1.6666 is the answer — now 
what's the question? (3,7,2,3.) 
16; 3.162278? (6,4.2.3.) 

(ed's note — please check.) 
18; Something wrong in the Cosine 
Tables? (3) 
19: Where such tables are used. (6) 
21; Two such groups make one 6 
down. (6) 
26; Member of family holds 101 — 
member of family. (5) 
27; Jolly name. (5) 
28; Geometric progression that ends 
at 84. (5,5,5.) 


Clues Down 

1; Numbers of games. (5) 

2; Sense — uncouth? (5) 

3; 6 is but 23 isn't! (4) 

4; Almost complete vacancy. (4) 

5; Almost unsure of her profession. 


(5) 

6; Two 21's. (5) 

7; Plus one makes ten thousand. 
(4,7.) 


9: 25dn. or scout-master of his 
subject? (6,5.) 

11: Name to measure. (3) 

13; Rows — and the sound of what 
they end in? (5) 

14; 500 + 1 + 5 = a County. (5) 
17; 51 + 0 = less friction. (3) 

19: 2 of them make 6. (5) 

20: 7 stars? (5) 

22: Number of rowers? (5) 

23; And 2 of this makes 19. (5) 
24: It aint in favour of this. (4) 

25: Honest feature of 12 and 9. (4) 
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9 Falkovia Rules 


All were saved. With his one free go the 
Duke must open the door marked MF. If he 
extracts a son, he can safely assume that 
cell contains another son, since he knows 
it is incorrectly marked. It then follows that 
as there is only one son left to locate, and 
three daughters, that the cell marked FF 
contains a son and daughter. His two re 
maining daughters are in the cell MM. Foil 
ed again said the king — and good job too. 
















Answers — For March 
edition 

1 Blind Date could well be the title of the 
book of the year, but instead it is of course 


‘1984’ written as one thousand nine hun- 
dred and eighty four ad. 







2 It was a bright cold day in April and the 
clocks were striking thirteen. Is the first line 
of ‘1984’. The sequence shown is actual- 
ly the read out of a digital clock, at thirteen 
o'clock, one minute past etc. So the se- 
quence continues... . 








3 War is Peace 
SOFT — SORT — 
WARE 


SORE — WORE — 










4 Telescreen 
The two words are 


PROGRAM 
LISTING 








5 Winston Smith 
The letters are the initials of the months of 
the year and continue J AS ON 






6 Doublethink 
He was buying numbers for his front door. 
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Over 5,000 permutations 
in this game of skill for all 


ages. 


DINKY DIGGER spectrum 16k/48k BBC 'B’ 


. Elect BM 64 
It's super-fast, furious and ctor 


as mean as they come. 
(Spectrum 48K) 
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Please write quantities required in boxes provided 
and state computer type. 


Name _ 
Address ee 








Glos GL54 5SW. Postern is always on the look out for any new 
4 games you might have developed. 


§ POSTERN os. 





POST TO: Postern Ltd,, PO. Box 2, Andoversford, Cheltenham, 
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PENGWYN 


As the temperature rises, 
strange happenings begin 
in Pengwyn's frozen world. 
(BBC ‘B' Electron) 





Please Postern ——.. 
People post me: 


Xanagrams 


Dinky Digger 














and it’s waiting for you 


ENTER THE CATACOMBS... 
HUNT THE TREASURE... 
AVOID THE TRAPS... 


WATCH OUT FOR SKULL! 


SUPER NEW, ORIGINAL, 3-DIMENSIONAL 

FULL-GRAPHICS MAZE GAME FOR THE SPECTRUM 48K. 
HUNT THE TREASURE THROUGH MULTI-LEVEL MAZES 
AVOIDING HAZARDS AND DEADLY WANDERING SKULLS. 
THIS GAME WILL BLOW YOUR MIND. 

THERE IS NOTHING ELSE LIKE IT! 

Write for details on the GRAND HIGH SCORE COMPETITION 
GAMES MACHINE LTD., 

40 FRETHERNE ROAD, WELWYN GARDEN CITY, HERTFORDSHIRE. 
J (07073) 28444/28435 


GAMES MACHINE 
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PERILOUS POST 


Made by: Impact Software 
Runs on: VIC 20 
Price: £6.50 


Deliver letters Frogger-style in this 
game, where your joystick controls the 
postman’s van. Initially, you have to 
avoid hedges(?) to get to the railway 
track. Two trains continuously whizz 
along and more often than not, devour 
your van as you try to leap in between. 

Inane comments such as “Too bad” 
and “One left” are accompabnied by an 
irritating ditty which make you pause 
to contemplate your frustration, before 
trying again. 

The railway section now mastered, 
you have to cross the river by hitching a 
ride on the boats, but strategically 
placed bushes complicate your land- 
ing. Once across, traffic wardens have 
to be dodged as you aim for the flash- 
ing house. Pressing FIRE delivers your 
letter. 

During the course of the game, a 
sunflower appears, to enable you to 
live the motorists’ dream. For while the 
flower is on the screen you can run 
over the wardens and gain bonus 
points. 

Control by joystick is simple, 
although it is all too easy to continue 
moving when you really mean to stop. 
Graphics are reasonable and sound 
well deployed. 

lf you enjoyed Frogger, then you will 
enjoy ‘Perilous Postman’. 


SHARK TREASURE 


Made by: Dragon Data 
Runs on: Dragon 32 
Price: £7.95 


Shark Treasure is an arcade type game 
in which you control divers using the 
joystick collecting treasure from the 
lost galleon (which is nver seen), the 
Santa Maria. Each dive costs $1000 
and each gold treasure bar is worth the 
same. Your search leaves you with 
$2000 and the game ends when you 
have no money left. Easy! But then | 
haven't mentioned the monster sharks 
between you and the treasure. 

Up to a maximum of six will swim 
horizontally across your path and will 
eat you if you come within range. 
These monsters make the program, in 
very good graphics (you can even see 
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their teeth) but | do feel the diver and 
the lack of background graphics (ie. the 
Santa Maria) let the program down. All 
in all a good game but not addictive 
enough to live up to a true arcade buff. 


KRAZY KOPTER 


Made by: English Software 
Price: £5.95 


It's a year of living dangerously and 
Krazy Kopter provides you with 
enough deathly attacks to wish youd 
never put this Atari cassette into the 
cassette player, but stick with it — it 
becomes challenging too. 

You are at war with a neighbouring 
country and two of your top secret 
agents have been captured. With the 
aid of a hi-jacked green army truck your 
buddies set off across the canyon’'s 
bridges to home-base. 

This is where you come in and have a 
chance to display your skills. Grab your 
helicopter controls and navigate them 
safely home. In hot pursuit though, are 
the enemy’s cars who are determined 
to halt your chances of freedom, blast 
them by pressing the joystick button 
and do not allow them to reach the 


other side of the bridge. If you do you | 


will be frozen to the spot as a navy mis- 





sile of lethal force homes in on you. 
When you hit a car it changes colour 
and starts moving in the opposite 


‘direction. Be sure and watch the other 


bridges because the cars appear ran- 
domly on all three. Beware of the 
narrow canyons ridges on the lower 
bridge as crashing into its side will 
mean instant death and one less 
helicopter. 

At the pit of the canyon a river flows 
where the enemy’s ship patrols firing 
frantically when you come within its 
range leaving you and your helicopter 
to plummet down into the deepest 
waters. 

As you progress to each level the 
play becomes faster with level three 
presenting a real challenge, a triangu- 
lar-shaped UFO darts around the 
screen moving upwards. It's a question 
of zap or be zapped if it reaches the top 
of the screen. 

The graphics inspire a_ certain 
amount of realism especially when 
your helicopter crashes Into the water, 
and the colours are bright and lively. 

Although at first the game seemed 
difficult, after a short while you are able 
to anticipate relatively accurately 
where the cars will appear and you can 
dart around the screen and deal with 
the mission in hand. 

This tape loaded first time with no 
hitches and the instructions were clear 
and precise. 








SOFTWARE 


INVADERS 


Made by: Arcadia 
Price: £5.50 


lf you're after a space invader type 
game then you won't go far wrong with 
this one. 

Although it's not a new game con- 
cept it’s nevertheless one that almost 
any arcade player will wantin his or her 
library. Invaders needs no explanation 
at all about the game play. But what | 
can say about this version is that the 
graphics are good, the explosions and 
whizz bangs are just fine and it sticks 
quite faithfully to the original arcade 
game. 

It is not the most exciting game I've 
ever played but one thing in its favour 
is that itloads very easily — and that’s a 
big plus if you're an Oric owner. One 
important flaw with the game though is 
that you have to turn off the computer 
in order to clear the screen. 


LASER COMMAND 


Miade by: Program Power 
Runs on: BBC Micro 
Price: £5.95 


The cassette arrived with a sheet of 
photocopied instructions which left 
something to be desired. Options 
included one or two players, ten skill 
levels, choice of alien bomb etc. 

The cassette loaded first time and 
onto the screen was printed “Laser 
Command for Micro Power” (which 
was somewhat strange). The keys 
chosen for control, an important factor, 
were not brilliant but were adequate. 

The game was well presented, the 
object being to destroy the alien fire in 
defence of your six cities. Defence was 
in the form of mines which could be 
detonated immediately or left for later 
use. The game, though slightly mysti- 
fying at first, proved to be extremely 
playable. A high-score table was sorely 
missed, however graphics and sound 
were well used and although my high- 
score was negligible, 16000, | am sure 
that with practice others will easily sur- 
pass this. 


SPLAT 


Made by: Incentive Software 
Runs on: Spectrum 48K 
Price: £5.50 


Here is one game | shall play and play 
for ages. Once again we are in the 
middie of a maze and once again we 
must find our way out. And to gain 
bonus points objects must be collected 
en route. 
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This time the hero is Zippy and the 
objects are plums and grass. Zippy has 
to avoid the spikes and walls, and must 
not run off the screen. The problem 
here is that not only does Zippy race 
around the maze but also the maze 
moves around Zippy! True, it is quite 
slow when Zippy zips, and it changes 
direction when you least expect it, but 
itis very difficult to navigate through a 
maze when walls sneak up on you from 
behind. The Spectrum screen seems 
suddenly very small and crowded. 

The game has been well thought out 
by the programmer. For example you 
have the choice of using two brands of 
joystick, or the cursor keys, or defining 
your own keyboard control, and use of 
the Enter key causes the game to 
pause indefinitely while you go for a 
cup of coffee. The game is graphically 
well presented and a pleasure to play. 


CHOPPER 


Made by: Sumlock 
Runs on: VIC 20 
Price: £6.95 


Chopper is another really exciting 
Sumlock game, well nearly! All you 
have to do is destroy the enemy con- 
voy by bombing them, and not being 
shot by the “anti-aircraft gun”. You can 
also be killed by heat seeking missiles, 
but these you can easily avoid by 
enploying dodge tactics. 

Another way to meet your maker is 
by trying to pay him a visit i.e. disap- 
pearing off the top of the screen. 
Crashing into canyon walls is also 





unadvisable. The canyon walls are not 
exactly foolproof either because if both 
sides are bombed in the right places 
and se are careful where you go, you 
fly off the sides. The graphics are about 
average but the sound could be 
improved. Nevertheless | would 
recommend most games players take 
a good look at this one as it is fun to 


play. 


SHIP OF THE LINE 


Made by: Richard Shepherd 
Software 

Runs on: Commodore 64 
Price: £5.95 


A variation on the theme of being a 
ruler of a kingdom and trying to use 
your resources for the benefit of your 
people. This game casts you in the role 
of a midshipman in charge of a 17th 
century ship of the line. You are 
prompted for orders after being given 
an update on your current condition, of 
men, ammunition, and supplies. 
From time to time your lookout spots 
enemy ships on the horizon which you 
can either do battle with or attempt to 
run from. During these battles you 
inevitably lose men and use up your 
ammunition supply. The trick is to 
manage your ship without running 
your supplies and ammunition too low 
or losing too many men before return- 
ing to port for replenishment. It is on 
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these returns to port that you can be 
promoted through the ranks if you are 
doing a good job. 

You are also faced with various ran- 
dom problems from being becalmed to 
a mutiny just to keep you on your toes. 
The requirements to key all instruc- 
tions in text form soon becomes tedi- 
ous and | feel that commonly used 
instructions could have been allocated 
to function keys. However an interest- 
ing game with simple but effective use 
of sound and graphics. 


ATTACK OF THE 
MUTANT CAMELS 


Made by: Llamasoft 
Price: £5.50 


This surely must be one of the most 
imaginative of games software now on 
sale and is doubtless inspired by the 
block-busting film ‘The Empire Strikes 


The sequence from which the game 
is taken is when Luke Skywalker has to 
destroy 90’ tall mutant camels. You 
must fly close to the camels In order to 
progressively weaken their shields 
with your fire to make them disinte- 
grate. As you weaken their neutronium 
shields they change colour from white 
to red, then to blue and finally back to 
white, before vanishing from the 
screen. 

You cannot relax, however, as you 
are shooting the camels because they 
are shooting at you! The dreaded 
mutant camels (which are really 
sophisticated robots) fire standard 
laser bolts which steadily destroy your 
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Attack OF Th 
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space craft. As pilot of the craft you 
must dodge the enemy fire, and if you 
are hit by three of the laser bolts your 
ship is destroyed. 

Not only can the camels blow up 
your ship with standard type lasers 
they can also fire a special intermittant 
laser bolt of superior deadliness. For 
On contact with your ship it, and the 
space vessel, immediately explode. 
Nasty! Unfortunately, your only hope 
of avoiding these is to listen for the 
special tone emitted by the laser bolt. 

Like most arcade style games the 
object of Attack of the Mutant Camels 
is to wipe out the aliens (in this case the 


e. 


camels) which confront you in waves. 
The camels give you up to 31 levels if 
you are good enough at hitting them 
with your own weaponry. 

| found this game extremely com- 
pelling to play, perhaps one of the most 
addictive currently available for the 
Commodore 64. The action is very fast 
moving and the game adopts excellent 
use of graphics and sound. For 
instance there is a continual ominous 
sound of the marching gargantuan 
camels giving the game an unnerving 
sense of ugency to it! Well done 
Llamasoft. 


ULTIMA ZONE 


Made by: Tansoft 
Price: £5.50 


This game describes itself as ‘a superb 
arcade triology’. The only bit! go along 
with is ‘triology’ as the game is split 
into three distinct sections; battlezone, 








x . 







the trap and orbit runner. 

Battlezone is very similar to our old 
favourite, space invaders. You are 
defending a prison from the attacking 
‘walkons’, if they penetrate your 
defences they release their mates, the 
brungs, who are locked in the prison. 
But should you successfully defend 
your prison from the walkons you 
move onto... 

The trap. | don’t know why it’s called 
the trap, but here’s what it looks like. A 
number of the brunes have escaped 
into space and you have to shoot them 
down, via a remote space ship. The 
space ship moves up or down depend- 
ing on the instructions you send it 
using your laser communications sys- 
tem. When the craft is level with the 
escaped brunes you can give the FIRE 
command. Simple. 

Now for the third and final part of the 
triology. This is a cross between two 
existing arcade games, Frogger and 
Space Lander. You have to manoeuvre 
your space vessel through a mass of 
orbiting space ships. Once _ safely 
through this you have to dodge an 
asteroid storm and then you have the 
chance to ran the alien ship kamikaze 
fashion. End of game! 

Although | found this game interest- 
ing and the concept was _ rather 
different from most arcade games, to 
be honest after | had mastered the play 
technique | found the game boring hav- 
ing played it a few times. 
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MULTIGAMES 2 


Made by: Tansoft 
Price: £5.50 


In this pack of games you'll find five 
altogether, Hangman, Moonlander, 
Roadrace, Substrike, and 30 Link. 
Hangman: takes very little explanation 
as the very name is so well-known, This 
is aversion of the game played in class 
rooms for centuries in which you have 
to guess a word letter by letter and for 
each letter you quess incorrectly a 
piece of hangman's scaffolding ts 
erected, until a man is hanged limb by 
limb. Hangman is stillas popular as the 
day it was first played and now there 
are numerous computerised versions 
In this one the computer puts a row of 
dashes on the screen and you have to 
enter the appropriate letter via the key- 
board. If you don't get the right letters 
the computer draws a bit more until 
you are finally hanged. 

Moonlander: Another self-explana- 
tory game title. But if you haven't 
guessed what you have to do here It ts. 
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You must land a small space ship in the | 


centre of a crater on a planet. The 
craft's height is displayed on the left 
hand side of the screen and the fuel on 
the right. There is a continual read-out 
shown at the foot of the screen giving 
you information about your flight path 
in velocity against fuel. All you must do 
is fire the retro’'s to slow the ship down 
using the relevant keys as directed in 
the instructions. If you give too much 
retro the ship will ren out of fuel. Too 
little, and the ship will move far too 
quickly and smash into the surface of 
the planet. With practice you'll soon 
learn what the correct halance 
hetween retro, yelocity and fuel is and 
you ll be able to land the craft safely. 
This must surely he one of the oldest 
computer games around but has a 
strong following of fans today 

Roadracer: this is a straight version of 
another old favourite with computer 
games programmers. You control a car 













































taking partinacar rally. The car has to 
be manoeuvred along the roadway 
which involves some nifty steering 
wheel work in order to successfully 
negotiate some hazardous bends, 
never mind the logs piled up intermit: 
tantly along the road. If you hit too 
many trees or drive off the road your 
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car crashes and whoops, you're dead. 
Substrike: Now you take the role of an 
aircraft carrier which is fleeing a fleet of 
enemy submarines. As the comman- 
der of the carrier you must drop depth 
charges at what you judge to be suit- 
able moments to go off when a sub- 
marine is passing. You only have two 
minutes in which to destroy as many 
submarines as possible. 

To sum up the entire tape of games, | 
think itwas commendable of Tansoft to 
compile this quality of games on one 
tape. Usually a compendium of games 
put together on one cassette are not of 
very good quality, although you get 
more for your money, but now that 
there is a lot of Oric software about 
users will probably opt for a more 
sophisticated version of the above 
games. 


PENNY SLOT 


Made by: Interceptor Micro's 
Runs on: VIC 20 
Price: £4.50 


If you have ever wanted your own frult- 
machine, or if you are thinking of join- 
ing Gamblers Anonymous, then this ts 
the program for you. Excellent 
graphics combined with all the 
features you would expect to find on 
your own fruit-machine make this a 
superb package. My only misgiving for 
this game is its ability to hold your 
interest for any length of time. 

The graphic construction of the reels 
is terrific, and once RETURN has been 
pressed a real rolling action is 
depicted. HOLD and NUDGE are ran- 
domly allocated, and selected by keys 
1 to 3 for the appropriate reel. Nudging 
time quickly disappears, and it takes 

some practice to gain the most from 


— your nudges. 


On the financial side, you start with 


?0 pence, and each press of RETURN 
costs 1p. Winning combinations are 


displayed at the beginning of the pro- 
and follow traditional slot 
machine standards. 

Maybe | am just very lucky, but! have 
not yet managed to lose all my money 
on this game (the only REAL departure 
from the genuine article!) but should 
you be unfortunate the space-bar res- 
tores your fortune. 

Sound is imaginatively deployed to 
alert you to a win, nudge or hold, and 
rounds the game off nicely. This game 
is good value for demonstrating the 
graphic ability of your VIC. 


GAMES COMP!'TING MARCH 1984 
















N 
pe % QC) 


ay 


om . 
_ = wa 
i 4 en # 
—_ po] hn * a 


eT” 
iz en, a hee? 


RTHLINGS... 


y 


‘AT TENTIO 











Cn See 
| CHUCKIEEGG, ete ATTACK | 


| ; ‘| 
| ea. 7 


‘Available from W.H. Smiths, @& 
John Menzies and all leading 
computer stores. 


Unit 8, Canalside Industrial Estate, 
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COMPUTER GAMES OF TOMORROW 
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COSMIC COMM fe) 


NP 
) 7. vic 20 16K EXP. 


vi N KRAZY KONG K.B./J.S. 
GALACTIC ABDUCTORS J.S. 

3D TIME TREK J.S.. £8.95 

J.S £7.95 
J.S 


VIC 20 UNEXP GAMES 


MINI KONG K.B./J.S. £5.95 
. FROG RUN we . £5.95 
SLAP DAB ad . £5.95 
vA 
ys 


Y 





£7.95 
£7.95 





DOTMAN £5.95 
_ CAVERN FIGHTER . £5.95 
CRAWLER S. £59 
TINY TOTS SEVEN K.B. £5.9 
SEVEN PROGRAMS vvo_. 1) & (VOL. 2) K.B. £5.95 
BATTLE FIELDS K.B./J.S. £5.95 


ADVENTURE GAMES 


24 HR. CREDIT CARD SALES HORLEY (02934) 6083 me THE DUNGEONS K.B. 16K EXP. £5.98 
PAYMENT BY CHEQUE, P.O., ACCESS/VISA \ DARK DUNGEONS K.B. 16K £5.95 
' 20K'S KINGDOM _ K.B./J.S. 16K £5.98 

HIGH STREET HORLEY, SU 
Hoa nenns BOnberie eae -___ PHAROAH’S TOMB_ K.B. 16K £6.9 
(S05 SUP POSle PacnagMg & DRACULA/LOST IN THE DARK K.B. UNEXP. £5.95 
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Discounts are z 
RIOUSLY DA 


iil SEND CHEQUE OR P.O i 


tis \\ 
ot || | AAA, 
(| - my ; prs | | , iy \ j ate Weve! 4 cat a4 
’ : { 4 "i ae | = ) Cc : 1 : i} ; 


\ i 











The bomber program (just like all the 
rest of my programs) is extremely user- 


friendiy and therefore requires very | 


few instructions, which are:- 


1 1)When you wish to drop a bomb, 
| press any key and a bomb will be 
dropped. 


2) When you wish to stop a bomb from 
moving vertically press the ‘I’ key and 
the ‘rept’ key simultaneously, this will 


cause the bomb to move in a parallel | 


line in relation to the plane. Once the ‘I’ 
and ‘rept’ keys have been released, the 
plane will start moving in a downward 
direction again. 


Suggestions For 
improvement 

| have got two main suggestions for 
improvement, which are:- 


1) At the moment the Low-Resolution 
graphics mode (40*40) is being used. It 
is possible to change modify the 
program to take advantage of the 
Apple's superior Hi-Res mode, if you 
are familiar with Hi-Res shape tables. 


| 2) Another field where | fee! that this 


program could be improved is the field 
of sound, at the moment the sounds 
generated are being created with the 
“PEEK (-16336)" command. The sound 
could be enhanced by replacing the 
above routine with a more complex 


-one which allows custom modification 


for tones, and length of different notes. 


| hope that you have fun, both using, 
and modifying my “BOMBER” game. 
Good Luck! | 
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FUNCTION? LIST 7/66 


REM BOMBER 
GOSUB 12s 
DUN = 86 


SHIP = 18 
PLANE = 15 
H20 = @ 
BLAST = 4 


BOMB 


" 
a] 


BOOM = 6 
BF = @ 
GOSUB 185 
CTR = @ 

H 


¥, 3 
COLOR= Sk* 
FOR N = 8 TO 3, 


— “A ¢ 

= > 
~ 

= ' 


LIN @,3% AT N 


NEXT N 
COLOR= H20 


HLIN @,39 AT 38 
HLIN @,37 AT 39 


TIME = 


= 37 
= § 


COLOR= PLANE 
GOSUB 


GOSUB 
GOSUB 3% 
F BOOM = @ THEN 34 


4 
4 
COLOR= SHIP 


I 


BOOM = 6 


ee 


. 
. 


- 


= G! 
CTR = 6 
BOX = INT RNC i 
GOSUB Sh 


r = 16334 
POKE - 163639,46 
IF PB < 127 THEN 4 


- 1 a nm ® = 


BY = 4 

COLOR= BOMB 
PLOT BH,BY 
H=H- 1 

CTR = CTR + 1 
GOSUB 75 


IF CTR BD THEN 


= + j 
PP = ' 8 
BS0SuUe sé 
IF BF = @ THEN Se 
IF SCRN BH, BS i 
IF SCRN( BH,BV + 1 
ot om Tc 


GOSUB 185 
COLOR= H20 
GOSUB 88 
BOOM = 1 
GOTO S¢ 
COLOR= SKY‘ 
PLOT BH,BYV 
GOSUB 148 
COLOR= BOMB 
PLOT 6H, BY 
IF H > & THEN 5S 
COLOR= SKY 

GOSUB 71 

COLOR= PLANE 

H = 39 
GOSUB 
IF xX = 
IF X 
COLOR= 
GOSUB 
x = 6 
BOX = INT « RNO 
GOTO 24 

PLOT X.Y‘ 


> 


~y 
wowoe 
4 


PLOT XK + 1,7 
; PLOT X + 2, 
PLOT + 3 


























. PLOT xX + 

PLOT A + 

PLOT x + 

64 PL OT x + 

PLOT x + 

PLOT + 

PLOT x + 3 

os RETURN 

oo COLOR= 
of PLOT 


Oo cA LL 


- 
- — 









in L 
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; PLOT 

: PLOT ; 

68 COLOR= 
o7 PLOT 
PLOT 


+ 


~*~ in + 
- I 
oo Db we Gi A 
. ee 
| 


ie 


: PLOT 


7 r, . : 
ro RETURN 


PLOT H.& 
PLOT w 
PLOT =~ 
PLOT 

: PLOT 
PLOT 


- 


PLO ] 


t PLOT a 
PLOT 


- 
--_— © 


by 
re 
bt 
- 
e 
~ PLOT: H.YW= 
fond 
i 
rv 
bs 
v 
v 


PLOT H + { 
é COLOR= PL or 
73 PLOT H =- } . 
PLOT H,v - 
PLOT = &-()) < 
PLOT # - y 
RETURN 
36 REM 
IF BH - 
IF BH - 
3 IF BH - 
PLOT BH, . 7 Eee, SR 
PLOT BH.Y - 


PLOT BH, ) 


—4 
‘a 4 


oy mr 
i Se - 


cm PLOT le - 


— PO iy 






— 





















Cc ~ 
~ Ie BH + 1 aa ruc = 
If : Nw FLUT BH 
IF BH + 2 48 THEN PLOT BH > 3 
T = ~~ * « + . — 
IF cou 7 3 Jj, Tit c - - +s 
U c mig 


RETURN is 
FOR DO = 1 To TI 
NEXT [C 

RETURN 

Cc OLOR= Sk 

GOSUB 53 
PLOT BH, BY 
COLOR= BLAST 
GOSUB 8a 
TRIES = TRIES 
BF = @ 

BOOM 


hs 


rm 


- 


— | 
Zo IF BV + 1 = 35 TyHey 
oe Th Be | cca oe 
ihe IF BV + 1 = 37 THEN 
39 FOR | = oe iby ’ | = 
188 FOR J = 1 rr an en 
161 2 = PEEK ,¢ - ESAs " Tr S 
: NEXT J wie 
iWe FOR J= @TO1 « 


NEXT 
NEXT | 


183 GOSUB 145 





























TEXT 
HOME 


£ E tr ‘| o 
PETURN 
TEXT 
. C&L - ree 


FRI 
; PRINT 
HTAE q = : _ = LT G _ oe 
PRINT “#*** ni 
PRINT 1@ BOMBS.” 
ir q Lk, = 
& PRIM - 


aoe Bae = 1 PONT. 
masa THE DECt = 1 Pee 


it] THE 












= soThit "ae ATT un 

28 Aven a | eArGte 

Pe PRIMI een a BIN = 2 POINTS. 

a: A, x ik HE i 4 

38 PRINT "A HIT ON 

ot PRINT ant THE STRGK = 3 FORM = 

sae Fel is HIT itt ihe ; 

a PR ae aa ee 7 ST oe act 16 

a ed PR hat ‘ ui REPT re! =i | i Sener ry ic = 
See PRINT "PRESS he oes ee ‘noTe.1) Slite | : 


G WERTICALLY. 


= = 1s 
34 PRINT _ 
l . PRINT oc: weeoTe DROP E BOMB: 
PRINT PRESS AM vey TO C 
“ant 
& FOR 2 = i ' 
ra WEXT << 
RETURN 
> EMID — 
) LF Bi a . 
i WYUEL = iil JEL 2 os 
. py = By + INT EL 
BH = fF - = 
2 RETURN 
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i —_ 
# der J = 1 ET j et 


te BY 


eer | pce 


Fe Bb ae | 
a 7 = 
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fie io fs |] 
FE 1 EPs 32 
SP 
Lt) ow ye ee iPr 
be r aa = 
aA io 
=) | ral b | A = ' 
3H “, 2 
4 24 32 
= = ef a 
SF! = 14 = 
2 
ios -a == 
7 = 
R: > 5@ ox 
Ja 1 & el = 
i Le { 
+ = * mn Dor, = 


E = 4 . 
aT oe 1 
7% _— Led 
1 = 5 ace - 
2 = a 
i. il a = 
oF i} oh 
= ijt H 
F ot | fis 
“ee = Lb an = 
oe = ar 
eo. 7 = 
oa a ot 






BBB ERG aaa Seefe oS 


RABBIT SOFTWARE LTO 


£1000, yes £1000 of Rabbit software 
can be won in our great new caption 
competition. 

There are ten prizes on offer for the 
ten most apt captions for the picture on 
this page. Each prize jamboree pack 
consists of £100 worth or Rabbit 
software, a window sticker, and pos- 
ters. The software contained in each 
pack is a mixed bag of software for the 
Spectrum, VIC 20, and the Commodore 
64, so if you win you can swop (or sell) 
the extra software with your friends. 


48 


Rabbit software was formed two 
years ago and specialises in arcade 
games for the Spectrum and the 
Commodore VIC 20 and 64 home com- 
puters and have several major games 
brains programming for them. Rabbit's 
philosophy is that of new concepts. 
Terry Grant, Rabbit's software 
manager and ideas man, says “Every- 
body that buys, sells, or uses software 
has said once in their lives ‘not another 
space invaders’. The number of clones 
of well worn themes in the marketplace 
is amazing, but perhaps that shouldnt 
be the case after all most programmers 
are brilliant at writing programs but not 
SO good at creating new concepts’. 


Competition Rules 


1. This competition is open to all UK 
and Northern Ireland readers of Games 
Computing, except employees of 


Argus Specialist Publications Ltd, their 
‘printers or distributors, employees of 


'Rabbit Software Ltd, or anyone con- 
‘nected with them. 

12. As long as the correct coupon is 
used for each entry, there Is no limit to 
the number of entries per person, but 
photocopies of the coupon will not be 
accepted. 












ward”. Rabbit has lots of in house pro- 
grammers to implement the ideas that 
they are given, and this is reflected in 
the prizes that our 10 lucky winners will 
receive. 


What you have to do to win 


Printed on this page is a picture of a 
game from Rabbit Software. You must 
work out the most apt and amusing 
comment that applies to the picture. 
When all entries have been received 
the top thirty entries will be finally 
judged by Rabbit and the prizes will be 
awarded by them. Winners will be 
published in a future edition of Games 
Computing. 


3, All entries must be postmarked 
before 31 March 1984. 

4. The prizes will be awarded to the ten 
entries judged to be worthy of merit by 
the editor and by Rabbit Software. 

5. No correspondence will be entered 
into with regard to the competition 
results and it is a condition of entry that 
the judges decision Is final. 

6. The winners will be notified by post | 
and the results wiil be published in a| 
future edition of Games Computing. 
Good Luck! 
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6 6 & & & & & & 
& 6 &6 & & & & 6 
6 6&6 & 4&4 & & & & 
5 6 #6 6 & 6 6 & 
6 6 6 6 &6 6 4 & 
& 6&6 & & & 4& Ce 
& 6&6 4&4 & & & & & 
So 68 &@ & & 4 o 
4 6 6 4 4&6 4 4 
46 6 4 4 4 8 rs 
& & & & & & & 
4 64 & & & 46 id 
A 4 4 4&4 & & 6 
6 6 & 4 & & & t 
a £4 4&4 8&8 & 8 6 
o 4 & & 8 8 Pe 
& 6 6 4 
a 6 & 
& & 6 
‘ 6 e 
& & & 
4 6 a 
& & & 
a 64 é 
& & & 
& 4 a 
4 & & 
Fy é 
& & & 
& 6 r 
& & & 
At 3 : i Id find th 
ra" Even Jean Claude Killy would find the ' 
& A A | é = n * 
rar pistes Spectrum style difficult to ski ee 
sb & & 
coats down. é 
il ee : & 
“ana When you play this Spectrum game ; ) ss ’. ) ae 
r . ‘ : ~ t Ms 
tad you will find hazards such as flags that 4 
i | 
Pode you must ski between, fences that you af 
- . . j . 
eat must skilfully jump, and barrels which = 
| | 
sae a you must twist and turn around to * 
a | i 
ia avoid. 7 ; ris 
J - 
rer The game has five skill levels, the a 
a & = + 
Pea aa level selected determines the speed at . 
6 6 é 
4 6 Sy & 
a & ae r. 
4 & A & 
a 6 é 
a 6 & & 
& 6 é 
4 8 6 ro 
a a é 
a 4 ry 
& & : i 
4 & & a & 6 a 
a 4 6.8 6 6-8 8 46-8 8 8 8 Ae we A A KK : . 
es Tee TH Mee nd hea tit wl eal ne Peed Nae a Phat which the man comes down the slope ie Ee a a ee ee ee fe 
ob 8 8 . c A : 
a 6 ail aie A RRR es iO a Ok Ree Oe using a PAUSE statement. s the game Sea a ee a ee 
aie cal Pe ee eR ee a een ee ees progresses the speed of it increases oP CG tg i Rg ieee ee CY 
& & & & &6 & & & & & & & & & & & & & & bh 66 ; 
Braet ee ara a ewe ee ee ae ee, a and the flags move closer together. ‘goo 4 6 68 6 8 8 6 8 8 8 8 
a 6 6 60 Be SS: Bo ee ea ee * - a 
aa f [4 4 6 6 6 6 6 8 6 8 6 oe The final score depends on the i ae ke A eee Ae 
& 6 8 4 6 6 6 6 © 6 & &@ 6 68 86 46 6 8 68 & SB 42 Bb SG * =i & 6 6 & 6 
bow 4 6 A ae ee aa ee ee a length of time that you survive the a ee eerie gt ok Ee oo. ek Be 
2 4 4 é 6 6 8 4 Oo 6 8 @ 6 8 &@ & 8 8 é ' : 4 6 6 6 
eS lid Se Mota ara ee inhi ee oh nr ee course. The program doesn’t contain } |*.*.%.%.°.%s*sfstate et at tate” 
4 & PES Re pte & 6 4 6 4 8 6 
a 4 6 ee a a ea a a a routines for peripherals to be used e.g. et Ne ti a 6 ek ke 
a & & Ia 6 6&2 6&6 & & A B BB AK : & 6&6 & & & & & 6&6 4&4 & mee t d b sb & £2 & & 82 62 6&8 & 2 Be a 2 BS 
aera Le gory gee bs Ge gg ee A kk eh a joysticks, although they coul e i « & & & 6 Se i ge a te ie 
a 4 4 4 6 & & 
a bf 8 8&8 & & & 8 Bo & 8B 6 \ : ify . 
Maar (We ae ae ee Om an SC Er ea added at a later stage by modifying ee ee CC 
‘ 48664 # 4 S86 6 & & 6 & 6 ' 
Nearee 6 4 &# @& 6 6 6 6 o 8 4 6 4 6 46 @ 4 lines 320 to 390 accordingly. (a a pea emery Oks 
a 4 68 6 4 & 6 4&6 & 6 4 4 & & 8 aap 4 4 4 6 2:8) 8 4 8 a 68 Ae, BO 
& 6 4 4 6 46 6 4 6 Z 
: —e,. 5s & & & 6 8 6 4 A Se ke 
i 2 & A&A & & & & 5 8 4 & & 82 4 & & & A B 82 8 
4 4 @& a 6 & & & & 4 & 4 £6 & & A & & 
7 a Og es ow Lee aes eee 6 6 4 &@ &6 4 @ 6 
6 4 : 4 46 46 4 & & 
or : #08 6 0 6 Ce aca ete as atin? ea er 
4 ' ’ & & @ 4&4 & 48 O 
hb ba & & & & ny & 6 “ A = A . a - 4 ” a é 3 a ? & : a & & & & & 
a 2 & b & & 6 & Padme Sane oer Tair Wiilee UES bea alae aay ate aria Ani We EY ey 
a 8 4 6 6 6 & & & 6 6 & 
& 8 & 6 & & & , 4 — rt ;: A a a = a - 4 : A if a : a : Fi E & Fi 4 z & 6 S& 6 
a & f o & & pa Pay po] fy é é A 4 é & éA i faq ee & r=9 a Bi a 
& & & & fa fe] r=] 5 ee é é A a & é & a & & 4 & 4 r-7 & & 
Boa bb 6k 8 ee anagem gay gat eee gal on ge gg agg 
6 4 & ma & & & & & B80 Ow er a ee ee 
ao8 S 8 6 & 4 6 Se <& . ee e CA oe AS OR Ae 
ck & & 4 4 ob 4 a & & é é & & A a rt & & & a 4 & & 
a 4 @ 5 6 4 6 6 & Ce a a ae ee aa ae adi Po a a 
a & Pay & a é é 4 A A A aA fa és A ray Gi é & pe] & é fe} & 
6’ @ o 6 4&6 & 6 & . 6 24 
Sa iat Tra ee OK a8) ; Se nde Mook IN aa Spas edt tase tea ot acta ay ha en oe 
a 8 6 a 6 4 6 ’ ne - 4 4 @ 
yaar Fe at ae ca As it stands the game is controlled SO AC ee EH P| AC SAI a Are aac er 
& & & 46 &@ 6 & 4 . : 6 4 6 6 & 
Beast SR er eet Siig ae keyboad, 0 for left, 1 for right BRA Be ee oe, ee a ee or) oe _ 
ae — ae - 4 8 &@ 6 & 6 Bb & & 
oo a | bas a as and 9 to jump. The program is a contin- aa aera al arene ar I) Wn Sey omy wer ire alee ae I 
. 6 8 4 4 
ee : uous loop with a variable increasing FAI, [I Pa RN DC ee irs 
- f Fr] Te 4 4 & & & & A 4 8 5 fs oo & 
a8 8 each move, when the variable reaches ar ror a Re OR Re eR 
ope 4 8 6 & 8 4 
a certain limit a new screen is displayed PN remarry | eisai em serge ne es Oe ie 
i 6 ££ 68 & A 8 Oh a - 
along with new hazards. Se ae ee ek ew Phe ee ee A 8 ee 
H ta H 56 6 8 & & 82 8 8 bob fb 6 6 & £6 6 4 oo oe 
Have fun, and at least with this ski Bae 8 ee ee PRR eee eek Waa kes are 
i f. i H _ | a é Fe] & 
holiday you re inno danger of breaking ee ge ae ce eN Deiat incerta awnan amr tained . 6 
a leg! 4a oe aoa ee aoe A ee a ke eee 
rama eae. ee ea Cal eee a eg eatin eS eee a 
raha a te A & @ & & A « & & & & & @ a 4 & & & 4@& 
. “s fet mig z 4 a . a & & & 6 Ss 4 4 &@ & & & & BY] 4 4 & & a 4 i & 
, 6 6 4 6 
48 2 & 4&2 ££ & & epee Raheeer earanreceairean a dp kB 
RB ee ee See nr es 2 es et ee ten ee iy eaten Se aes ae 6 4 D6 4 & & & Sw Sb a 6 4 & & 6 
6 & & a 6 6 6 
a a at ee oe a& a ee a & & & & bad oA = aol = sai Pitas zi mo A i rn cee anor 
| oo 4 aé é & & a4 4 & a4 4 & a a a4 k & & & r= & =] & é f= 
66 6 &@ & 6 6 8 6 6&6 8 6 6 6 8B 4 6 & 4 4 ao 6 46 #& & & 
6 6 6 46 6 6 6&6 & G&G 8 6 4 6 4 6 » a & Ao 4 & & 6 
46 6 6 £6 68 8 6 48 6. 6 4 4 8 6 4 4 S @ 6 6 6 46 & & 4 
ih #& Bb A fof 4&4 O&@ &8 8 & & SB & Bo Go 6 1 f+ & a 4 & & & & @& 
4 6 6.6 8 8 4 8 8 6 6 6 48 46 & 4 so 6 6 #6 # 4 
6 6 6 6 86 4 &@ & BB & @ B&B & 6 - 6 6 + ao 6 6&6 & & & @& 
686 4 & £8 6 8 2 46 8 82 Bb SS SBS & 6 4 6 4 & & & 
a ee a er ee | A A 4 fo a & o @ 6 6 4 & 
& 4 46 & 6 6 & #6 & 6 8 b&b 6 6 OB Bo ae 4 4 4 & & 
4 6 4 & & ry 
PE en ene cae ay ame bam eel Ve ee a VI Te oar RUNdown aes 
4 4 8 6 4 * & & 8 8 46 8 OB 8 eS oe és 
6 6 & & & 6 & & & & & & & & BB B& 6 & 6 | = . 
6006 08 8 8 SNS BB Ce oes oO BR ee 1 & & L A tion : 
6 6 6 6 &6 6 6 & 6 8 8 &@ 8 & 4 Bb & a 4 Ines c . : 
6 68 6 & 6 6 6 & 8 8 & & 8B BA Bo OG _ 6 6 10- 50 Set user defined graphics 
BS 6 6 & 4 6 6 68 & &8 6 6 8 OB & 4 ; 
4 4 & & ne CURE 6 64 4 4 & 6 8 8 GB ie & 60- 70 Data for user defined 
A 46 4 6 8 4 4 8 6 8 & 6 6 4 4 SO ate ; shi 
6 8 4 8 8 A a 8-8 ek ek 8 A A A + 4 ; i 
& & &@ &4 6 &6 &6 &6 & & & 4&6 & 6&6 & 4 6 a coelg ICS ; 
ee A ee aR a ee ee aa 80-140 et up the screen P 
A 4 8 6 4 #@ &4 &6 & 6 & & & & B& S h & & if Di iT 
che dS Se ee ere ok Be wee peso 160-187 Display control instructions 
4 a a if & & : 
Seago 7 & A eat ae eg A A i & & & 1 ana Input options 
& 6 6 & 4 6 é& B 6 46 &6 & 4 
& ” a 7 a sa & & & & & 8 6 = a 6 7 6 8& & & & & & 1 90-630 Main program loop 





| 4 46 6 &6 & & & & 
4 6 646 4 6 & 4&4 & 44 64 4 & & @ 





4 
ro 
6 6 4 4 & & & & ey ae ae a Te = a ict iP o 6 6 4 & 
aR a Be Cae 4 4 & & & & & = 
taRnmirangca«a.=.* 6 46 4 4&4 8&8 8S & & 6 5 & 8 8 oe 6 8 
MARCH 1984. « ie 6 eee ek ke ee Oe 
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4 4 4 & & & 
& & A w& & & & & «& 
& 4 o a A 6 
A46a66 8 oe oi ee 
a. SB 
4 4 & & IEW tis = 108 & 8 
i j 
rig es FOR m=1 TO GB: READ pt eas 
44 8 FOR #=a TO 7 & 6 
& & A : a& 6 
a8 & READ af - PTL LER pobid, as 
a 4 4 a 4 
4 6 4 NE-* A 4 
A & & f NEXT a its 
aceite ae S56 DATA “A’ |BIN PAP LI PAAL EIN ART PAR Ett G11 iia, Be! eins 
a4 4 N POA11MO0.RTN A11111 en Figaaes 
ea ie IN MIM1IO1O, RIN WIVLIM1@, BIN Wiwiia@ie ae 
a 6 6 At DATA “DIN BML LOM LIN TTT Pt PA RIM MITT P iM. hin Paw 
Fat Neale PALTL1IMO,HIN @AAL TBA, eae 
4 46 & N MAMTA BIN AMD Ae BN of iS 8 
here 62 DATA "HE", FIN PIOLIGI@, FON Galera, NMIUAIM, HH) [ee ee a ee 
a 6 & | NM VMTN FGI i 4 64 4 A OB BO A Oe 
Priel [MH PRAIA EN MIME AAA BI Tee ey 2 ee ae eee 
4 4 4 & Ho DAA “FBIM BLAME, Bo ey 1H] a 6 & f & & 
sei oe tt N iBOPMMA, BIN 11111111 .F Oe ees ate ae 
a 6 4 & LA EL AMPORM PTN PPP) ee eee A 8 
& 6 4 ; fateh : 4 6 6 & & 
Peer ae a Ce PTA Mee Sil BEAL GIN ARATE ee Bi ee, 6 6 4&4 fb 
& 6 6 AVE , v 4 4 ao 
ia eg pe gt hl WIM 1a, BTN LUHVIVIAUa DB ree 
A A A IN BIN @ASHIN 
as ae 65 DATA “R' BIN IVA ROM BIN LIGAYERYM BIN 1h een, BI she a 
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SAVE £4.25 by receiving 
a FREE magazine binder 
when you 


subscribe to ~ Games 


© It’s true, by subscribing to Games 
» Computing you will not only receive your 
> personal copy direct to your door for 
- a whole year but also have a superb 
©» ASP magazine binder in which to 
| keep your copies AND IT’S FREE! 

All you have to do to receive your FREE 
binder is book a subscription to 
Games Computing before 29th February 
1984. What could be simpler? Normally 
priced at £4.25, these attractive 
binders will hold approximately 12 
issues of Games Computing. 
Not for you any longer the chore of 
having to track down dogeared copies 
of your favourite magazine, instead 
you will merely go to your bookshelf 
and they will be waiting for you in 
pristine condition. 
Don’t miss out on this outstanding 
~ be offer — subscribe today and receive 

_ your FREE binder within 14 days of 

‘ 8 your order being received. 
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| SPECIAL OFFER | 
| Cut out and SEND TO: I am enclosing my (delete as necessary) | 
i GAMES COMPUTING Cheque/Postal Order/Internatinal Money | 
Order for £. 
SOK TON HEAT. (made payaue. to ASP Ltd) ; 
| SURREY, CR4 6AR ie ep ten eenet | 
| ENGLAND peewee . — | 
| Mec Trt) a 
I Please send my free binder and Please use BLOCK CAPITALS and include post codes. 
i commence my personal subscription | 
| with the issue Weretie: ite} Baral MGS) vs ideas cere ce seeue rercemsiesn ym sxcuwcote | 
delete accordingly [ 
| SUBCRIPTION £12.25 for 12 issues | | 
I RATES U K POCKOON i555 5 rs oa ele oe wel ais BS RO ee Ue eels CAUSE TE SER 
| Hel SAG CO FORTS IGSUGR eset eres eeeea ne CURSE l 
" overseas surface | 
£36.00 for 12 Issues ETT ocd eacase eal caaoren iene sneer orarande kis Cee mene RIKEN EES berecnans | 
i Air Mail Nits ] 
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Zombie Island is a great game to play 
and one of my personal favourites. It 
revolves round, believe it or not, zom- 
bies which live on a deserted island. 
Unfortunately, your ship lands on it by 
: mistake and without realising just how 
y dangerous these creatures really are. 
Your only couse of action is to retaliate 

in the most final of ways — kill them. 
Although it's not a particularly fast 
version of this game it is nevertheless 
; addictive to play. Zombie Island is a 
one player game with the object being 
to lure the zombies into potholes then 
quickly cover them over before they 
are within reach to kill you. A quick dice 
with death to speed up your adrenalin 

flow for a few minutes! 
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OTIC BEET™ 


RUNdown 
Lines Action 
5- 11. Introduction 
12- 15 Start initialisation 
16- 27 Instructions 
238- 49 Initialisation now complete 
50- 59 Set screen, potholes, 
zombies and man 
60- 69 Movement routine 
70- 79 Find out whether or nota 
zombie has eaten you 
outright or if you have 
jumped into a pothole. 
80- 98 Find out whether a zombie 
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iii 


Le 


has fallen into a pothole or 
whether it has eaten you 
up for a tasty breakfast. 
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Failing that it checks to find 
out whether or not any 
zombies are near to you. 
Victory routine and another 
game option. Note: If 
another game is not 
required the program 
clears itself and you are left 
with your original Sharp 
Basic. (Lines 114-116). 

Title routine. 


99-116 


not know where you are, so there is a 
strong possibility that you may either 
fall into a pothole or walk into a zombie. 


Conversion Clues 


117-121 


Sometimes at the beginning of the 


game, if a random factor is chosen by 
the computer, the program is made 
harder and for your first go only, youdo 


The program should be easily con- 
verted onto any computer which can 
handle large enough arrays. 













There are no other problems except 
the size of the Island, which you can 
alter to suit your own desires by chang- 
ing the For..To.. Next statements and 
the routine at Lines 114-116. Other 
users could replace this with only an 
END statement. 
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You stumbled into the nest of the Cyglorx The creator assembled a ma 


























and find yourself fighting off robot tanks robots and insects to take#@vemge on the 

guarding the Cyglorx eggs. You think you earth. Destra /INSECL , get treasures, and get 
have everything under control and then the the NeMerorebompbyde activator. Battle 
eggs Start hatching. Commodore 64 version robots aricra@est: of teal. Sutror’ bomb 

features 4 different screens. bef@re it annihilates Your city Miss and you 

VIC 20 - COMMODORE 64 must face the mutants. Features 4 different 
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The fox isn’t the only one in this game 
of strategy who has to be cunning, 
youl soon find out that you have to be 
too! 

Fox and Hounds is played out on a 
chess board grid which is shown on the 
screen of your Sharp MZ 80K. The sole 
object of the game is to trap the fox, 
whose role is played by the computer, 
by your pack of hounds which is natu- 
rally controlled by you, the player. 

All the pieces on the board move as 
in the traditional game of draughts and 
just in case any of you are unfamiliar 
with that game it means you can move 










FOX 
HOUNDS 


diagonally one square at a time. The 
fox is located at the top of the board 
and the pack of hounds at the bottom of 
the board. Be careful though because 
the cunning fox can move both back- 
wards and forwards but the hounds 
can only move forwards. 

To win the game you must make 
your hounds surround the fox so that it 
cannot move, or you can trap it by 
chasing it into a corner or against the 
side of the board. 


Moving About 
After the board has been constructed 
on the screen you must wait for the cur- 


Sa i 






sor to appear in the top right hand 
corner. At this point the program is 
waiting for you to input a set of co- 
ordinates that relate to the piece that 
you move. 

This input string is expecting a four 
character code, with the first two char- 
acters being the current square refer- 
ence. Once you have entered your 
move, «CR» must be pressed to register 
it with the computer. 

The computer checks all entered 
moves for validity and if the move 
requested is illegal the input string is 
deleted and you must try again. All the 
moves are indexed from the bottom 
left hand corner, this being 11, and the 
co-ordinates can thus be taken along 
and upwards. 

The program itself plays a very de- 
fensive game, but it is possible to beat 
it with a bit of determination and a few 
skilful strategic moves. 


If you wish to move your hound the 
move you would enter is 1122, moving 
it to the position of the asterisk sign. 
lf, for instance, the fox moved to the 
eal marked ?, the format would be 
746. 


Conversion Clues 


Fox and Hounds should be convertible 
to most other home micros without too 
much trouble, the main difficulty being 
the screen format which you will have 
to work out according to your own 
computer's screen size. The Sharp's 
screen is 40 X 25 which is the same as 
the Commodore PET. 
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Do You Want Fame and Fortune? 


Does brilliance reside in your RAM? Do your friends gasp at your 
own programs with envy in their eyes? Would you like to see your 
name in Games Computing! 

If you have written a program to take the software world by 
storm and want to show your fellow readers just what you can do 
on a keyboard, cut out or photocopy the form below and send it to 
the Editor, Games Computing, (clearly marked PROGRAM SUB 
MISSIONS) at 145 Charing Cross Road, London WC2H OEE (until 
16 December 1983) and after that to 1 Golden Square, London W1. 

Please send with your tape recording of the program a thorough 
explanation of the game, a line by line listing of how the program 
works along with a list of relevant variables etc. Also include any 
clues which you can think of to help owners of other computers 
other than the one which the program was written for, convert it 
for use on their computer, 

We will look at games programs on tape for all the popular home 
micros and disc versions for the Commodore machines, Atari and 
BBC (40 track and Hitachi format). Whenever possible use CHR$ 
rather than command codes and please avoid making programs 
autorun. If you can let us have a printout of the program it helps 
and the same goes for screen dumps. 


P.S. They'll be paid for too! 





* PLEASE COMPLETE IN BLOCK CAPITALS 


Your Name 


eee ee SS = = 


Program Name 


—- = eee a —E — —— —- — 


Computer/ memory size it runs on 


Other computers/memory size which your program 
runs on 


Does your game need joysticks? 
Any known bugs? If so, what are they? 
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Have you sent your game to another magazine 





Is it original/or a variation on a theme? 
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Telephone Number 
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Ten packs of Carnell Software's best 
programs are up for grabs in our latest 
competition. 

Let your creative talents run riot, try 
your hand at poetry, or become a new 
poet laureat, by entering our great 
limmerick competition. 

lf you are one of the ten lucky 


winners you will receive a pack of four ' 


programs from Carnell Software for 
the ZX Spectrum, these being two 
arcade games and two adventure 
games. The two adventure games are 
The Black Crystal and Volcanic 
Dungeon. These two are the first two 
adventures in the Third Continent 
series and follow on from each other. 
The third episode in the series is tobe 
released at the end of February and is 
called The Wrath of Magra. 

The adventures are set in the 
mythological land of the Third Conti- 
nent, and involves trying to do away 


with a baddy called Magra. The two” 


adventures that we are giving away 
happen at about the same time but The 
Wrath of Magra is cronologicly after- 
ward. So after you've had your fill of 
the games we are giving out you can 
buy the sequel to finish off the series. 

The two arcade games are called 
The Adventures of St Bernard and The 
Devil Rides In. The Adventures of St 
Bernard involves a dog traversing 
hazardous terrain to rescue his 
mistress from an abominable snow- 
man. This game is said to feature the 
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best graphics you can possibly get on 
the Spectrum. 

The Devil Rides In is a supernatural 
arcade game in which you are a wizard 
trying to dispose of various ghosts, 
ghouls, and demons with your magic 
talisman. Stuart Galloway of Carnel 
described it as “a kind of 360 degree 





) j eRe 


Galaxians” and “nobody has got past 
level two yet!" 

Carnell are a leading software house 
specialising in the production of 
adventure software for the 48K 2X 
Spectrum, and have been established 
for two years. 


To Win 


All you have to do is to make up a suit- 
able and witty limerick. 

The limerick should be preferably 
funny, apt, either to be based on one of 
the adventures or the arcade games. 


Competition Rules 


1. This competition is open to all UK 
and Northern Ireland readers of Games 
Computing, except employees of 
Argus Specialist Publications Ltd, their 
printers or distributors, employees of 
Rabbit Software Ltd, or anyone con- 
nected with them. 

2. All entries must be postmarked 
before 31 March 1984. 

3. The prizes will be awarded to the 
ten entries judged to be worthy of merit 
by the editor. 

4. No correspondence will be 
entered into with regard to the 
competition results and itis a condition 
of entry that the judges decision is final. 
5. The winners will be notified by 
post and the results will be published in 
a future edition of Games Computing. 
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Simon Rockman is a demon for real arcade games so we sent him out to 
investigate the very latest in laser disc games. Here’s what he saw. 


In the good old bad old days, when 
computers were only found in schools, 
universities and banks, there lived a 
man called Nolan Bushnel who realised 
that if you could charge people to play 
games on a computer you would make 
a fortune. 

Unfortunately computers were so 
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expensive that the fortune you could 
aar-L4cMc-bomale) ae) ie n-larelele lamcom er-lvarelmial-, 
oxe}anl ole) (clam car-) ane 10m "001.0 mal-1-10 hmm Malsia) 
came the mass production of the sili- 
con chip. The price of computers fell 
like leaves in August and Bushnel could 
ehacelgemcomeleliiomalicme)y 7amyaie(clemaar-laaliace 
He made a “ball” bounce between two 


“bats” and he called his game “PONG”. 
So successful was this venture that he 
set up a company to make the 
machines. He called the company 
“ATARI” after the attacking move (a 
threat to take like check in chess) in the 
board game GO. PONG was just the 
start, it was followed by “Breakout”, 
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“Super Breakout", and many more. 
etulelamr:|aer-[e|-t-M-jt-]ai-temcomilim Ti tamale (-18 
machines. Then a few years later a firm 
called TAITO in Japan invented “Space 
Tah e-le(=)e-Ma-]ale Malem olUlemmag-ire)cem-jale)eme)s 
take-away kebab restaurant lacked the 
'o) (-1-) s}-W-Jalemelerealale me) masl-t-\- Maat: (eal alstoe 


In The Early Days 


The. home computer did not really 
exist. The ZX80 was in its infancy, a few 
fol=10) 0) (-Mat-(0 Ml Matel=\0e-yrA\e) 0) (<1: | ale Oe) pn 
modore PET’s with calculator key- 
boards, and you could count the num- 
ber of computer magazines on one 
hand. But it wasn't long before home 
computers started to take off — and the 
arcades got smart too. We started to 
see colour in “Moon Cresta” and 
“Space Panic”. The tank game “Battle- 
zone’ produced some very clever 
graphics using Vector plot. This uses a 
technique which allow the computer to 
ere) a} age) migi-m-1(-10) (ge) el-v-lagM lam ial- md (e[-18) 
display rather than build the picture up 
like a normal TV picture. But this was 
nothing in comparison to the growth 
dat) @plelant-Mmevelaalel0l(sie-m-) 40\-1a[-) alel-16 Mam he) 
start with the gap was huge. Arcade 
machines use dedicated chips, custom 
hardware and take many, many man 
hours to design. Home computers 
need to be cheap and versatile. Who is 
(ole) [ale Mm comm o)- "gue 40) 0)0 01 01-) an codes) -\vamo)al- 
game? Arcade games always seemed 
one step ahuad of computer games. 
The closest anyone came was ATARI 
which Bushnell eventually sold. In 1981 
came the BBC Computer made by 
Acorn. When it was launched this 
machine was so much faster and had 
ielelamelelele el e-le)al(er-Migl-) aia e)ee) 7-10 con el- 
the best, if rather expensive, way to 
bring arcade hits to the home. Acorn- 
soft wrote and released “Defender” 
(later renamed to “Planetoid”), “Snap- 
per” (a “Pac Man” varient) and 
“Monsters” (similar to “Space Panic”). 
Mal: Moleleat-meolan)eleji-)aual-[emer-|0 le] sim] op 
At the same time the popularity of 
the arcades had started to wain. All the 
big companies withdrew and 
‘g-fe)]gel0) ol-lo Mmm ole] diate Mm daloletcr-[a (etme rlelela 
iatolerst: [ale l=me)mele)it-le-M [alten est-\-t-| ee am-lale 
development. Three major things 
came out of this. Firstly the use of 16 bit 
chips — very handy for moving large 
relPr-Talieli(-t-Me) mer-]¢-Melamtgl-m-(eg-1-1am- 1a eal) 
same time for games like the racing car 
game “Pole Position”. Secondly, multi- 
felgele-t--10] am oley- 140 (Meme Gl: f-1¢1- Mare Mele] 
Z80's in it, and thirdly laser discs. The 
result is games you no longer just play, 
you experience them, for instance at 
the end of the race in “Pole Position’ or 
after you've blown up the Death Star in 
“Star Wars” you feel that you have 
actually driven a car or flown a space- 
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ship yourself. Arcade machines are 
now so far ahead in the field that if they 


fie} (0) 0] e\-1ee(-\Y1-1(0)8) 401-10) 9) 08) (-[e1t-mceler-) vals 
would be years before home compu- 


ters would. catch up. The use of laser 
discs may mean that they never will. 


Laser Discs — Latest 
Generation 


The first laser disc game to reach the 

was “Astron Belt”. This uses 
footage from an unreleased Japanese 
film showing spaceships __ flying 
towards you at high speed. The com- 
puter part of the machine generates a 
small space ship which you fly. 
Because the computer does not have 
to worry about generating the shapes 
on the screen it just defines areas. 
These can be either targets or hostile 
areas. So if you shoot an enemy ship it 
explodes and if you run into an enemy 
missile you blow up. It also defines the 
areas, such as the walls of a tunnel, 
Vialieai-la-Ret-[ale(-1eel0- Meloni Melenaliatsl-lag 
it's bye-bye! 

The laser disc does have some res- 
trictions. Because it is read you can 
only vary the game by changing discs 
which means the randomness is res- 
tricted. Another problem is that unlike a 
computer generated display you can't 
change or delete an item from a pic- 
ture. So if you shoot something it 
fo fol-t-jam mero meie-l-jallalemcomaal-meleele lace m(-1- lie 
ing other ships to fly on, instead you get 
a huge fireball which envelopes the 
whole screen. Otherwise the disc 
viVColui(e Mm al-1-1e Mm coMate)(eMie-[nal-t- (el me -aY-1 arg 
possible combination of one, two, or all 
three ships missing from a set. 

With more than three ships this 
would be so exhaustive on memory, 
even with the many megabytes a video 
disc allows, that it would be impracti- 
cal. To play “Astron belt” the controls 
are very simple. One “Gorf” type joy- 
stick with’a trigger on it. The sound is 
good but the outstanding feature is the 
‘vibrating seat! From the players point 
of view the worst feature is the hungry 
coin slot, usually set to 30 or 40p a 
game. 


Dicing With Dragons 

Another of the new disc games is 
“Dragons Lair”. You play the part of 
‘Dirk Daring’ and have to fight your way 
through a castle to rescue a princess. 
When the game was launched in the 
US there were queues in the streets to 
play it! The quality of the graphics ts 
better than most TV cartoons and the 
—olelavem-laleMye)(teM (aime) ce (-1eRelamial-ne| ise) 
lacie Ol aliif-la) em Mal-mrerelal (ge) (-meve)arcii-) aie) mr) 
joystick and a sword button. It is a 
game of memory rather than of skill. 


You have to remember what's going to 
happen and react at the right moment. 
AYcelURe(c2acgl-Reigt-lale-M Ohl (an-lan-pdel-jat 
play it's better than any film you could 
possibly see. However, because it is so 
difficult and expensive to play very few 
people seem to get very far in the 
game. Another restriction is that as you 
e(ommige)saMmcele]sn mm comm cele) time ial-me-lelc-1-10) 
blanks as the control searches for the 
next sequence on the disc. Perhaps 
with two disc players the system could 
make the cinema look boring. 

My favourite of all the laser disc 

ames is MACH 3. In this you fly either a 
fighter or a bomber over a desert anda 
arelaelolel aw Ccmtele Mele) @elliminiceliielam ellis 
cockpit window you see various tar- 
gets marked out in the head up display. 
Your task is to destroy these but you 
must also dodge the heat seeking mis- 
siles fired at you. This means firing as 
rapidly as possible. Again the voice is 
stored on disc but what makes this 
game exceptional -is ‘that the link 
between the computer and disc control 
is so good that you feel much more in 
fore) alamo) Mm igt-leme)amanle\-1m@e)tal-]m@el- [ial -t- meat 
you turn the ‘plane banks, the targets 
are computer generated so the screen 
does not have to blank to create an 
rbd] (el-1(0)amm e-j0] 0) elel-|-Magt-]@-10) pul om el-16) 0) (<1 
Velie Reit-lisameat-)@ea-4e| (vente el ale(-1m Ul -10p 
but! like the amount of control that you 
have. 

One game that! have not played, yet, 
is “Laser Grand Prix”. As a fan of car 
racing games this looks as if it's tre- 
mendous. It doesn’t involve shooting, 
r2-eeliare Mel am elelenleyiareme-lalvcelal-Pan Uillal® mols 
body and is purely a game of skill. Back 
on the Mount Fuji Racetrack you have 
to drive in arace filmed on location and 
compete with cars that ran in the real 
race. All it lacks is the smell of exhaust 
and the spray of champagne. And | 
can't wait! 


What's To Come ... 


Arcade games have come a long way 
since PONG and as they continue to 
improve other benefits will arise; home 
computers will benefit, and simulators 
will get better. Imagine your first few 
driving lessons without having to actu- 
ally go out on the road. A machine 
could generate fog, ice, snow and all 
the other hazards that are usually too 
oF-Tate(-ige)0 tm come (-t-(eaM(pmm M-t-lanliale mi com ily] 
could become very much cheaper if a 
lot of practice can be done on the 
ground. 

| would like to thank TITEL for their 
help with this article. They are aleading 
manufacturer -and wholesaler of 
arcade games so if you run an arcade 
royms'7-] aya com elU\var-Magt-(eellal-m cele mer- | ee) the 
tact them on 01-965-0550. 
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Dear Editor 

| wentto the newsagent on Wednesday 
the 20th of December and saw on the 
counter a magazine. It was colourful 
and looked exciting. | picked it up and 
had a quick look. | thought it would cost 
about £2.00, | looked at the price and 
nearly fainted, | thought | was seeing 
things! The magazine was Games Com- 
puting. 

| bought it and rushed home to read 
it. | sat down on a chair and started to 
read. 

The best thing | like about it is how 
the magazine tells me about a game, 
but not just any old game for any old 
computer. It tells me about lots of 
games for different computers. 

| can't wait for next month's. 

Philip Lofthouse 
Yorkshire 


Dear Editor, 
| was Surprised to see that Runaway 
Robot was not my only contribution to 
the first issue of Games Computing. The 
program Westminster (pages 86-89) 
has been copied from my game White- 
hall published in Practical Computing 
In May 1982. Whitehall had previously 
been distributed for me by The 
Softwarehouse. Presumably when 
stephen Knight copied the program 
from Practical Computing he was too 
stupid to realise that the original author 
might be contributing to the same 
magazine. 

lam angry that Stephen Knight has 
attempted to pass off the program as 
though he wrote it himself. In the pro- 
cess he has managed to miss-spell the 
words ‘parliament, ‘prime minister’ 
and even ‘scandal’. |n each case he has 
attempted to copy the wording of my 
program, program structure, line num- 
bers, variable names, and even com- 
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ments have been copied wholescale 
from Whitehall. 

| do not object personally to 
variations of my programs being pre- 
pared, and even sold to magazines, so 
long as the original publisher gives its 
blessing and the original author 
receives a credit. | am annoyed that 
Stephen Knight should receive pay- 
ment for someone else's ideas and 
effort. 

| hope this letter will serve to dis- 
suade other would be plagiarists. 
simon Goodwin 
Tewkesbury 


Thank you for pointing that out to us 
Simon, and | am sorry to say that this 
case is not the only one to have 
arisen. Very often there are games for 
which many versions have been writ- 
ten. Stephen Knight was extremely 
concerned when the above matter 
was mentioned to him and strongly 
denies that the program Is a direct 
copy of your Whitehall program. He 
admits that the jdea for the game 
came from your original program and 
that the variable names are the same, 
but also says that ideas are not 
copyright. 

As there are so many computer 
magazines now on sale we have to 
rely on the author to tell us whether 
or not his/her game has been copied 
from someone else’s work, as it 
would be an almost impossible task 
to check every program Inevery issue 
of every magazine on sale to the 
public. 


Dear Editor 

Could | draw your readers attention to 
Jeremy Ruston’s article in the first 
issue of Games Computing, Machine 
Code games on the BBC micro. In his 
fifth point on what a BBC game ‘must 
have he mentioned: “that controls 
should be consistant — for example, 
take Acornsofts Missile Base game 
which requires you to press ‘space’ to 
go from the first instruction page to the 
second, and ‘return’ to go from the 
second page to the game itself — 
which shows utter idiocy”. 

This is more than academic, since | 
created Acornsoft's Missile Base. 
Shaken by the criticism, worried that 
my memory was failing, | loaded up 
Missile Base, and, (gee — it's just as | 
left it) it's only got one title page, from 
which pressing any key will begin the 
game. 

Now | don't know how many com- 
mercial arcade games Mr Ruston has 
written, | have written five, two of 
which have yet to hit the shops, but | 
actively dislike being pompously 
labelled an ‘utter idiot’ because of such 
a simple, and indeed imagined, slip as 
choosing different keys to switch 
between instruction pages and the 
game. Perhaps the system Mr Ruston 
reviles so is better, for it could allow the 
user to hit return on the first title page 
and hence start the game from there. 

Perhaps Mr Ruston could show more 
leniency in labelling programmers as 
‘utter idiots’ because of an imaginary 
slight. 

Andy Green 
Flitwick 


Have you got any opinions to air, has someone somewhere upset you and 
you want to grizzle and gripe? Or maybe you're full of the joys of spring 
and feel like telling a happy sto 


Whatever you want to say, be it good, ba 
here at Games Computing and get it off your shoulders. 
Send your letters to: 
‘Postman Pat’, Games Computing, 1 Golden Square, London W'1. 


ry? 
or indifferent drop us a line 
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Lifter is a fun game to play on the BBC 
Micro in which you control an ani- 
mated man whose job it is to lift, collect 
and shift pounds from one side of the 
screen and deliver them to the other. 

On the screen you'll see four floor 
levels within a building with a lift pass- 
ing each level making three lifts in total. 
You must use these to climb up from 
level to level. Sounds easy! But there’s 
more to it than that.... 

You’Il find full instructions for playing 


DEFPROCdrawup(X%,1T%,0%) . line 240 


Biot Sie t@ 22 Ul | ae ee ee Ee line 380 
DEFPROCSETUP sec. ssaiececia line 460 
DEFPROCWALLS .............. line 500 
DEFPROCUp(Z%) ..........005. line 610 
DEFPROGPALL si cciiis ceria line 650 
Sy) SAS BA 18S | SI aR are a line 790 
DEFPROCPICKUP. c.ccscnwiewe swan line 840 
DEFPROCDROP oo oissiscare06.04;0c0'0's line 880 
DEFPROCMOVEL .............. line 930 
DEFPROCMOVER............. line 1050 
DERRROCSCORE. ......2..000s00%% line 1170 
BIS cg t@ 8 1 es a eee eee line 1200 
2213 £60) 8.08 LY See eer line 1310 
DEEPROCINSTRUCT.......... line 1420 
DEFPROCENDTUNE........... line 1490 
DEFPROCMAN(M$)........... line 1560 
Derr ROCAMB ose. line 1570 
DErCROCOGORES . ..- .ns002: line 1650 
DEFPROCSPACE(F%,G%) ..... line 1750 


The main loop of this 
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_ checks if man is on lift 


rogram is around lines 80-220 with the actual game 
being between the REPEAT-UNTIL loop at lines 140-180. 
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the game within the program. This 
game is ideal for those of you who as 

et do not have a wealth of programm- 
ing experience as the program is writ- 
ten in Basic and itis fairly easy to study 
for structure. 

Here is a list of the procedures which 
are used in Lifter that you will find 
handy to know about when typing the 
program in to the computer. 

The following procedures are used 
within the program: 


draws the two outer lifts. X%,T%,0% 
determines whether lifts go up or 
down 

moves centre lift up or down and 


sets and draws initial conditions for 
screen and score 

draws the four floors 

moves man up (+Z%) or down 
(—Z%) on centre lift 

prints man falling off lift 

checks if man is at floor level 
changes man character to man 
carrying pound and updates score 
changes man character to man 
without pound and updates score 
checks to see if man can move left 
and calls relevant procedure 

as above except for right movement 
score update routine 

initialises all characters 

displays opening title page 

praying instructions and game object 
plays final tune on loss of last life 
prints man character, actual 
character depends on M$ 

draws and moves ambulance 
prints hi-score table 

prints space message at F%, G% 











o—~ : ne 


*L.OPL. 
1 REM LIFTER by R. Kitching 25/10/63 
10 ENVELOPE! ,90,0,0,9,0,0,0,1246,-4,0,-1,126,10: ENVELOPE2,1,2,-2,2,10,20,10,1,0 
,0,-1,126, 126: ENVELOPES, 2,3,-1,3,10,100, 100,30,0,0,-2,124, 126 
20 DIFFS=#20: DIM 4414), DR%I4),sci6), neste) 
70 ONERRORGOTO4O 
40 FORFSR91TOSB: sc (FMlslOO#(9-FX) i nati Py) ="Beeb": NET 
so REM 
60 MODES: VDU2ZI,1,O7;010101 > PROCINIT:PROCTITLE: MODEL: FROCINSTRUCT: MODE? 
70 FORF%=LTOS: READE%, bY: VDULS, a%, 6%} 99: NEXT 
BO Skeo LIVE‘?! TES¢t=0 
90 @Fw1?S, 1 
100 #Fx11,1 
110 GCOLO, 122:CLG!FORFHlTO4:A% (Fl @l: DRY) ©0! NEXT 
120 PROCWALLS 
1270 PROCEETLIF 
1490 RFPEPEAT 
' 350 PROCdrawup (44,720,146) 
140 IFGAMES=0 GOTOLeO 
170 PROCdrawup (7270,464,-14) 
180 UNTILGAMES=0 
190 ITFYES%=1 DIFFS=eDIFFS-S!:IFOIFF%i Oo DIFFY%=o 
200 TFYES*=1 YES#=9: SOUNDS, 3,97,50; GOTO110 
FiO TFLIVE%=0 PRPOCENDTUNE:PROCSCORES ELSE LIVE%=@LIVER-1: G0TO130 















220 GOTOBO ' 

230 DATAS, 2,15; 5,200.7, 9,;6,0; 7, 15,12), 15,19, 7 

240 DEFPROCdranup(**,T%,0%):GCOLS,10 

2350 FORPFLEXSTOTKSTEPOX 

240 MOVE?SSS,F4%©PLOT1, $46,0 

270 MOVE LO24,F%:PLOTL, 46,0 

230 #FEIS, 1 

2FO IFINKEY (-"@!)PROCHOVEL: IFGAMEX=0: F%=T%: GOTOIe 

S00 IFINKEY (-67) FROCMOVER! TFGSMERSO! FuaTSRt GOTOSS 

S10 PROCLIFT 

2270 #F“1IS,4 

aa0 ASINEEYT(DIFRS) 

Zao TFXIN=2ASAND (F%-12SIMODIS2°°0ORK1%=1056 AND(F%-128)MODL92<¢>0 THEN PROCFA 
LLIF%=T%: G4ME%=9:50TOI40 

3350 ACOs 1O:MAVESSS FSS PLOT!L, 56,0: MOVEL9O24, F%: PLOT! , 54,0 

349 NEXT 

=70 ENDPPOC 

Zao DEFPRPOCLIFT 

T270 UPS INKEY (O14 

400 TFU%=1 OND Ki¢=672 GND UPS <>-67 ANDUPSS>-938 AND Z%=LEV%-64 THEN FPROCUP (232) | 

410 GCOLS, 107 hOVWESSO, 25: PLOT?, 54,0 ; 

490 TFD%=! AND Kit%=sé72 AND UP%<¢5-47 ANB UP%:>-98S AND ZH=LEV%-44 THEN PROCUP(-3 
2) 76COLS, 10 

$70 TFW%=l SNDE%* 72° Teeth TEI MOVEss0,2%:PLOT1, 56,0: i1F2e=736 US=G: DK=1: GOTOSS0 

$40 TFD%e! ANDIEYo 44 S4eZH-SSPMOVEsIO Sei PlLOoTL,36,0) lF2%=65 UX=l, DRO 

450 ENDPROC 

4490 DEFPROCSETUP: Q=9: PRPS: OS=CHP SDSS: NHL DMO: Phe6di XL hel 216: GAMEX=1: MANK= 
'Pil 6 tlLEVe=t92: DIE=09 

470 COLOQURO: COLOUE! 42: GC3L0,14:MOVEO, BBO: FLOTL,O,200:;PLOT@1,12690,-200: PLOT81,9O 
,2OO 1 UDUa:PRINTTABIO, 1) "LIVES"; TAB(7T, 1) 5 "2"77AB(19,1)1"HI- p" : VDUS: PROCSCORE:GCO 
LO, ZPTELIVEX=O0THENSS0ELSEFPORLI“=OTO(LIVE%-1L)8725TEP FS: MOVELIX, 760: PRINTAS: NEXT 

480 GCOL3,4:PPOCMSAN (Ag) 1:GEC5LO,0: C=O: FORFY=1S60OTOFS6STEP LISS: CX=CKtL: IFAX (CK) BIN 
OVEO,F%: PRINT" £" 

qr MEX TIENDPROC 

Soo DEFFPROCWAILLS 

SLO GCOLO, 1S: FORPBY=-edTOLOESS TEP $64: MUVEBS, O4:FPLOTL,O, 7507 PLOTS, Sie, - 734 2FPLOF 
21,0, 736! NEXT 

S20 W=?P24:GCOLa,14 

moO FORLTLS#i To? 

Sac VOUS: FORS%=-44TOL2ZE0STEFPSE4 

Soc FORPTRELESTOPO4STERPLSS 

360 MOVES, 1% 

B70. IF™%° S00 YDUW,W,W,W,W ELSE VDUW,W,W 

530 NEXT, 

Seo GBCOLO, 1: W252: NEXT 

400 ENDPROC 

61g DEFPROCUP(Z%) :SOUNDI,-15,53,1:GCOL3,;6 

420 PROCMAN (4S) 

630 LEVS=LEV%+T4: PROCMAN( Os) 

440 ENDFPROC 

650 DEFPROCFALL 

450 SCOLT,S:PFPOCMAN( AR) 

470 FORFAL%=LEV4%TOSSSTEP-1s 

650 SOUR DS, -15,5,1:>LEVKi=FaALs 

4°0 PROCMGON (os) 4 

200 FORWT=LTOSO!NEXT “ 

Fido PROCMAN ( a2) 

F230 bE ST 


ae] 5, MOVEMANY FALS%:GCOLO, 1: VDUZIO, 251 
Pad SOUNDO, -15,4,10 
Fat PROCAME 





76a GCOLS, 10:MOVEZS4¢, FR! FLOTL, 56,0:MOVELO24,F%:PLOTL, 56,0: MOVE640,Z%:PLOTL,S ’) 
4,0 

770 8 869#*FXILS, 1 } 

Fao ENDPROC (i 


Fag DEFPROCDIE 

Boo IFX1I%=2984ND (F% +64) -LEV%4 SOORMI%=LOSS AND (F%4+4649)-LEVR<>0 THEN DIEm1 

B16 TE¥1L8=472 AND(2%-1L2ES)MODLS2°530 THEN DIE=1 

Blo TFOTE=14NDA% (1) =OANDAY (2) =O4NDAN (3) =OANDAS (4) =OANDLIVER< 20 THENYTESS#@1:GA 
HEx=O 

B30 ENDPROC 

Bac DEFPFOCPICRUP: MSNS=O:PROCMAN( AS)! AN(LEVS DIV L192) =0: AS=<Ce; Be=$A8: Gee: AO 
VEO, LEV%-32:GCOL9, 15: PRINT" #":GCOL3,67PROCMAN( AS) 

aso SheSh+ 1OO:PROCSCcoOrRE 
. 840 SOUND, -15,129,% 

Bro ENDFPROC 

SAO DEFPPOCDROP: MANSN=LZLS:FROLMAN (CS) : AS=D2: BSaFS; GS=CHRS250: GCOLO,O0:MOVELZL 
6,LEV%-S2°PRINT g°:GCOLT, 4: PROCMAN (AS) >DRXILEVS DIVIF2)=1S0UNDS, -15,120,5 

Ae =4=S% +200" PROCTCOFE 

enn TF DR% (1) =1 ON DDe% (2) =f ON DDRPSI 2D) =LANDDE%(4)=1 THEN SES%=1:GAMEX=O: LIVEX#eLIV 
E%+i:S%=S%+500!:PRPOCSCORE 

e110 TFA% ( f  =O8NDAK (2) =O4NDA% (2) B=OANDAS (41 =0 THENTESK #1; GAMEX=0 

ero ENDPROC 





= f 
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SnA0 NEFPROCMOVEL: IFMAN%-=l2°1 THENENDPROC ELSEGCOLS,6 

94a IF (LEV%) MODI92* -o THENDIE=1;G0TO970 

9°50 ~1%=MAN%-22: FP POCDIE: IFDIE=1; GOTO970 

949 IF ‘M1%*+94) MODIS4=O0 S%=S%+ 10: PROCSCORE 

970 SCUND!,-15, 200, 1 

30 PROCMAN/!A®) 

e206 TFAS=CS ASSES: BS=ES: GH=16 

1900 MAN%=MAN%-32:PROCMAN (BS) -FORWT=1TO50: NEXT: PROCMAN (BS) 
19190 MAN%=MAN%- 32: PROCMAN (AS) 

1929 IFMAN%=0 ANDA%(LEV% DIV 192)=1 ANDAS* ES THEN FPROCPICKUP 
1920 ITFDIE=!i PROCFALL: GAME%=0 

Loao ENDPROC 

1os0 DE=PRPOCMOVER: IFMAN%+32>2200 THENENDPROC ELSEGCOLS,6 
L940 IE (LEVXIMODIS2]°>O THENDIE=1:GOTOLO99O 


1070 “IM=EMANS + OSS PROCDIE: IF DIE=1 THENIO9O 

19380 IF (“1%+96) MODSS4=0 S%=S%*+ LO: PROCSCORE 

19H SOUND! ,-{5, 200,1 

riod PEACM AA fAc) 

130 IF SSE AS=CHE 1 EF=CSH$; CS=HB 

1120 MAN%=MAN% + 325 FROCMAN (ES) :FORWT=1TOSO: NEXT: PROCMAN (BS) 


e039 MAN%=MOAN%*+ 32°: PROCMAN (AS) 
140 TFMAN%=1216 AND AS=CH AND DFXILEV% DIVIS2)=9 THENPROCDROP 


1150 ICDIE=1 PROCFALL: GOME%=0 

L160 ENDRPREOS 

£17O PEFPROCSCORPE: VDU4S: COLOURS 

1189 PRINTTAB(7, 2) 2:S%5TAEB(I4,2)398c(1) 

1¢90 VDUS: ENDPROC 

1209 DEFFRPOCINIT 

$>Ee YDU2S, 224,298,129, 129, 2535.12.12, 255,0 
1229 YVDIU2Z3..253,9, 126, 126,090,297, 2947,90,9 


1230 VDU22, 225,09, 28,28, 28,8,462, 95,157, 23, 226, 157,157, 28, 20, 20, 20, 20, 60: AS=CHR 
SLPS + CHE S(O +CHPSe+CHPS274: DSHAS 


1240 VDUDS, 227,00, 28, 28,29,2,29,28, 26,25, 228, 28, 26, 20, 56,71, 65,064, 192: BS=CHRS2 
27+ CHOES19O+CHPES + CHREBR222 * FS=ES 

1230 VDHDS, 2350,90,9,9,9,567,47, 127, 127,25, 221, 10,10, 16,18, 247, 247, 255, 255 

1240 VDT, TIS, 228,749, 224,64, 229, 233,232, 254, 23, 235, 232, 232, 255, 46,8, 16, 52,1 


tos CHeChOET TD CHE FL O+ CHT sFO+CHP Sz TSF 


{279 VDUBS, 254, 7, $$) 70202315151) 23,127,235 


TGs CHRG1O+CHRES+CHESITE 


a 


35, 23,23, 255, 12, 16,8,4, 14: ES=CHRS2 


1220 VDUSS, 240,090,127, 127,227,127, 127, 28,5, 23, 241,90, 224, 2249, 224, 259, 259,112, S2 
pon, 242,90, 0,9, 14,4,9,.0; 9,23, 293; -1,-2, 71, -15-1,71,-1,-1 

1299 VDU22, 2680,0,9,20,9,0,0,0,0, 23, 251,32,0,9,9,9,0,0,0, 235, 252,4,0,0,9,9,0,0, 
Ot CS=CHPBLEO! HRECHRSELS 1: IS=CHRSIS2 

1700 ENDFRaC 

) eS Ba. DEFPROCTITLE:SCOLVUUFIS2:CLS 

1320 PTT ELESe" Liiske & © R 

LEAD NOYHOs FSS eys i STOSSTer-t 

Ptea IFFUuMODT HNO KHER BS: COLOURIS ELSEXS$=AS; COLOUR 

| ee aL ha | 

tTeG TITLES@=LEFTS(FTITLES, NO%) SPRINTTAB(FS, &) 3 XS¢ TITLESs TAB(FR*1L, BG" * 

1370 SOUNDI, 1, NO%HLO, FS SOUND1, 0,1, 2: FORWT=1TO700: NEXT 

13580 NEXT 

g3°0 COLOUPLTS PRINTTADIN, ZONE" Written Aug-83""' TAB(9) “by""'* Roland Kite 


hina” 

rear RPEPEAT* ASINKEY (0) :NO%SENOK%tLS UNTILAC >-LORNOX%®> 2000 

1410 ENDPRPAC 

14270 DEFPROCINSTRLICT: COLOUPIZOICLS: COLOQURO:PRINTTAB(12,1)3;°l I F T E R*!:COLOU 
Ri 

1439 FPRINT* * You control @ man who youv use to collect the -’s at the le 
ft hand side ofthe screen end deposit them on the righthand side, each & must 


be left an a different level." 
1440 COLOURO:PRINT’” You move the man by using:-""” Zeeanee tO QO left"'’” 
x. .2eto go right"'" You have three itves* 

14580 COLOUGE LE: SPINT’" The man must cross three litts to pickup a #.The tw 
mp ovtside lifts dao not carry htm Pp oF down but must be crossedwithout stopping 
on them, " 

1469 PRINTTABI2PS £73 "The middle Littteies him up o cow end to pass this 
1+¢#* he weet tabe es ride on tt. "'"Peeseing spacebar speeds up tine lifts" 

147% CAOLQUPOIFPRINT’* Fotsts are scored as: followsa:-"%'"" 1Opoints for each 1 
{4 ernesedt"'" [OOnninte for Ficking wp @ £"'" 260points for dropping a a-'* Soo 
pointe for caompletirg © sheet "THEXIS,O @ 

14as0 PPNCSPACE?{9O,7TLI:ENDPPOC 

140% PEFPRPOCENNTUNE: PESTORELSSO 

rene FoeCHe1TO 1 

1=10 FEADA,F 

YSTto SOUND!,1,A,B 

1S20 SOUNDL,O, 1,1 

1540 NEXT: ENDPRPOC 

13530 DATA2Z2, 15, 22,11, 22,3, 22,15, 249, 11,3C, 3, 30, 11, 22,3, 22,11, 18,3, 22,19 


1540 DEFPROCMAN (M®) -MOVEMNANM, LEVU%!PRINTMS: GCOLS, Si MOVEMANS, LEV’: PRINTGS: GCOLS 
» 6: ENDPFOC 
1570 DEF PROCAME 


1520 SOUND, 2,!00,MAN%/ 20 

ise FORP%=O TOMON%-19S2STEPSS: MOVEP™, T2:GlOLO, 14: VDUZG0, 2461: GCOLO, 1: VDUS,8S, 242 
2FORWT=1 TOROO: NEXT! GCALO, 4:MOVER%, T2:UDU2Z6S, 243: NEXT 

1490 MOVEPS%, TS Geog, 14: VDUSAN, 241: G6COLO, 1: VbuUS, 8, 242 

1410 FOP T=LTO2000. NEXT 


L420 MOVEP™% , 32: GCILO, 4° VDU2ZE7, P45: MOVEMANS, FAL%: VDUZ9S, 243: SOUNDI, 2,100, (12680 
“MAN ) / 20 
£630 EOF P%EMANY-1LZSTOLZSOSTEP SS: MOVEP%, 52: CGCOLO, 14: VDUZ40, 241: GCOLO, 1: VDUs;,; 8, 


242: FOOWT et TOTOO: NEXT: GCOLO, 4:MOVEPR%, 22: VDUZ4S, 243: NEXT 
{4409 ENDPRPOC 
L450 NEFPENCSCORES: #F¥12,0 
1440 VDUG? REPEATS CLS 
L470 TFsc(S)°*=c% PRINTTAB‘2, 243); ""OU SCOPED ";5% ELSE PRINTTAB(O,10)4; "YOU A 


PE IN THE TAP S"yTABI2> , 12';"ENTEP YOUF NAME" INPUTT4SE(S,15),NS? UNTILLEN(NS)<10: 
ELS 

1490 N%sO: REPEATING SEN%se12 CNTILee (N%)°S% OR NX=S 

149m TFe-/2) °S% n=O: RPEPEATS en-Lliscin) =scla-1) i naSin) =na®(n-1) SUNTILM=NS: sc in) 
SOY nas Ne aN 

:7oN COLQUPILS OE PINTTAB‘2.S)3 "LIFTER HI-SCORES"*’ ;COLOURZ 


1710 FOPN=1 TAS: PRINTING *.."fsc (MPF TABCT)I 5"... "3 nasin) * 
17209 NEM T 
1730 COLOUPI © PROCSPACE (0, DPE) 


1749 ENDPRAC 
1750 DEFPROCSP4CE(F%,G%ITPRINTTABI(F%,G%)3 "Press SPACE to piay"i: REPEAT: WTS=IN 
KEYS(OVSUNTILWTS=" “SENDFPROC 
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GAMES COMPUTING MAR 


This is a computer implementatiion of 
the old Board game with pegs. As the 
main program it uses mode 1. it should 
run on an Electron although this has 
not been tested. 

The program is well structured and 
shows how arrays and flags can be 
used to represent a board. Enter your 
move by first specifying the row and 
then the colomn. 


RUNdown 


Lines Action 

20-30 Set up the user defined 
graphics for a peg and a 
space 

40-100 Set up routines 

105-320 Define ‘board’ in memory 

340-370 Display board 

390-520 = Input sub routine 

530-570 Update the array — the 
board in memory 

580-720 Check that it is possible to 
make another legal move 

750-800 Check for end program rou- 
tine 

810-960 PROC draw board — draws 
the board 

990-1100 End of game for a win 

1110-1210 End of game for a draw 

1230-1480 Scores. Note change to 
mode 6 and lines 1410-1420 
for the Electron 























VOU 236224 62595 6255 6 2 6 BOD es Bo EO eee aes 
28 VDU- 23,225,255, 195, 1£29.,129 5 129,129,195, 2535 
40 DIM SCORES(10,2) ,NAMES#(10) ,BOARD(15,15) 
nat REM*x*INITIALIS F ARRAY HOLDING SCORES AND TIMES#*#* 
2@ FOR I=1 TO is 
“A 50 SCORES (1I,1)=+84 
———_— 72 SCORES (1 a =10000 
8Q@ NEXT I 
90 NOOFFEGS=84 
140 MODE 1 
i@S REM**#DEF INE GRAPHICS WINDOWs#*+ 
110 VDU 24,0; 200;1279; 102%; 
LiS REM***#DEF INE TEXT WINDOWs#* 
120 VDU 28,0,31,39,24 
170 REM ##* INI TIALISE ARRAY REPRESENTING BOARD#*#* 
140 FOR X=1 T0 15 
150 FOR Y=1 TO 15 y, 
146 HOARD (X.Y) =-1 a 
170 NEXT Y 
18@ NEXT X 
190 FOR I=3s T0 1% 
~80 FOR J=3 TO 13 
~10 BOARD (L,J)=1 
°=O NE X J 
230 NEXT I fen 
24Q@ FOR X 1 2 
90 FOR Y: Pep! & 
‘60 ROARD( X.Y) =~—1 
~70 BOARD (X+8.Y)=-1 
‘8 BOARD (CX. Y+r8)=-1 
~ 70 BOARD (X4+8.Y+8) l 
“HO NEXT ¥ 
°10 NEXT X 
(20 BOARD (8,8) = 
.40 REM#**®#FP LAY GAME#** 
345 TIME=0 
350 REPEAT 
OQ FROCDRAWBOARD (BOARD) 
\ x /O YD 4 
\, Sea, SO REM**#* INFUT MOVE AND CHECK THAT I] IS LEGAL ++** 
400 FRINT’ "NEXT MOVE FLEASE" 
410 INFUT "FROM" ,ROWL , COLUMN 4 
420 YDU ? 
430 COLUMNI=ASC (COLUMNIF)-—62 
44 IF ROW) *11 OR ROWI«1 OR COLUMN1Iis13 OR COLUMN! THEN FRINT" INVALID MOVE" 
:GOTO 41@ YP, 
45 IF BOARD (COLUMN! ,ROWI +2) - THEN FRINT" INVALID MOVE": GOTO 410 
440 INFUT' "TO" ROW? , COLUMN? 
4798 VYDU 7 
4B COLUMNG=ASC (COLUMN2Z£) ~62 
4°O IF ROW2>11 OR ROW?2.~1 OR COLUMN? > 13 OR COLUMN2<3 THEN FRINT" INVALID MOVE" 
:G0TO 410 
508 IF BOARD (COLUMN? ,.ROW2+2)=-1 THEN FRINT "INVALID MOVE":GOTO 418 
51 IF ABS (ROW2-ROW1) +ABS (COLUMN2-COLUMN1) >2 THEN FRINT" INVALID MOVE":GOTO 4 
10 
=|20 IF BOARD (COLUMN! ,ROW) +2) 1 OR BOARD (COLUMN2 ,ROW2+2) @ OR BOARD ( (COLUMN 
1+COLUMN2) /2, (ROWL+ROW2]) /2+2) 1 THEN FRINT INVALID MOVE":GOTO 41@ 
520 REM*#*#ALTER RELEVENT ELEMENTS OF ARRAY*#** 
540 BOARD (COLLIMN1 ,.ROW1+2) =O 
5950 BOARD (COLUMNS ,ROW2S+2) =1 
2760 BOARD ( (COLUMN1+COL LIMND) /2. (ROWL+ROW2S) /2+2)=0 
7@ NOOFFPEGS=NOOFFEGS~—1 
S80 REM*#**eCHECK IF THERE ARE ANY MORE POSSIBLE MOVES#+#x 
599 NOGOES=TRU 
4600 EXITLOOF=F ALSE 
612 l=3 
620 J=S 
420 REPEAT 
640 IF I1=13 AND J=] THEN EXITLOOF=TRUE 
45@ [F BOARD(I,J)}=1 AND BOARD ({-1.J0)=1 AND BOARD(1-2,.J)=0 THEN NOGOES=FALS 
E:GOTO 789 
£60) IF BOARD(1L,J)=1 AND BOARD(I.,J+1)=1 AND BOARD(1,J+2)=0 THEN NOGOES=FALS 
EsGOTE) a] Fa) 
678 IF BOARD(I,J)=1 AND BOARD(I+1,J3)=1 AND BOARD(I+2,J)=0 THEN NOGOES=FALS 
E:GOTO 7@0 
630 IF BOARD(CI.,J)=1 AND BOARD(I.,d—-1)=1 AND BOARD(1,J—-2)=0 THEN NOGOES=FALS 
E:GOTO 780 \ 
69 IF J*£135 THEN I=I1+1 ELSE IF J*413 THEN [=23:J=J+1 
7QQ UNTIL (NOT NOGOES) OR EXITLOO 
710 UNTIL NOOFFEGS=1 OR NOGOES 
720 FLAYERTIME=TIME 
7320 FPROCDRAWBOARD (BOARD) 


REM*##*SOL I TARE *#+# 
REM***DEF INE GRAPHICS 


**~*F 


















. oe w&S 





74AO 
750 
77@ 
780 
790 
BOO 
810 
B20 
B30 
$4 
Sia) 
870 
860 
88S 
BIO 


988 
91 
S20 
930 
940 
95a 
F560 
770 
78 
790 
LQQ0 
1010 
1620 
1030 
104 
105 
1040 
107 
1080 
10908 
1100 
1110 
1128 
1159 
1140 
1158 
1160 


| a 


| 






1178 
1198@ 
1190 
1208 
1210 
1220 
12:20 
1242 


125 


10,2) 
2a 
1268 
1270 
12580 
12970 
1500 
15310 
1320 
15.350 
1340 
328 
15460 
13708 


> ff 


— 


a 


1380 





1390 
1420 
1419 
1420 
1432 
1442 
145 
1460 
S#(1) 
1470 
1480 


\ 





aS (( 


YDU 4 
IF NOOFFEGS=1 AND BOARD(8S,8)=1 THEN FROCWON ELSE FROCFINIS#! 
MODE 7 
FROCSCORES 
PRINT’ "HIT ‘“SFACE’ TO START AGAIN": 
IF GET< *>32 THEN GOTO 790 ELSE GOTO 90 
END 
FY EE M136 ee EE EE Ee EH 
DEF FPROCDRAWBOARD (BOARD) 
REM*##*DRAW SOLITARE BOARD*** 
LOCAL I,J 
YDU &S 
FOR J=3 TO 13 
FOR I=3S TO 13 
DX=1023-1#60+2: DY=1022-)#60+10@ 
MOVEDX ,.DY: GCOL@,@:FPRINTCHR# (224) :MOVEDX ,DY: GCOL@O,7: IF BOARD(16-I,J)=@ THEN 


FRINTCHR# (225) ELSE IF BOARD (16—-1,J)=1THENFRINTCHRE (224) 


NEXT I 
NEXT J 
MOVE @,1023:FRINT" a Bee DD Bok wi hw Ea Ke 
FOR f=1 TO 11 

MOVE ~-150,1023-1*#40-20:FRINTI 
NEXT I 
ENDF ROC 
FE Me ee eR 
DEF FROCWON 
REM*#*#*#FRINTS "GAME WON" MESSAGE*#*-* 
Cis 
VDU 19,1,11,0,0,0 
COLOUR 1 
FRINT TAB(C13) "YOU HAVE WON! !" 
PRINT 2 YOU TOOK "s:FLAYERTIME DIV 100;" SECONDS." 
FOR JI=1 TO 

FOR FITCH=1 TO 250 STEF 10 

SOUND1,~-10.,F ITCH, 1 

NEXT FITCH 
NEXT 1 
ENDFROC 
RE MES ee Ee Re ER wee HE EX 
DEFFROCF INISH 
REM*##*#FPRINTS "STALEMATE" MESSAGE#** 
COLOUR 1 
CLS 
IF NOOFFEGS*:1 THEN FRINT" THERE ARE ";NOOFFEGS:" FPEGS LEFT AND YOU CANNOT 


MOVE." ELSE FRINT" THERE IS “;NOOFFEGS:" FEG LEFT AND YOU CANNOT MOVE. " 


FRINT’ "YOU TOOK "SFLAYERTIME DIV 10@;" SECONDS." 
REM*** DELAY LOOP x*** 
TME=T IME 
REPEAT UNTIL TIME>TME+S50@ 
ENDFROC 
Fr. EM] ae 6 SE aE RE EE EE SE ea 9B SEE SE ae aE GE a a de GE ae a at ae 
DEF FROCSCORES 
LOCAL I 
IF NOOFFEGS>SCORES (10.1) OR (NOOFFEGS=SCORES (10,1) AND FLAYERTIME >=SCORES ( 
THEN GOTO 1200 
REM**#*#FLUSH ALL INFUT BUFFERS##+* 
#FxX15,0 
INFUT “WHAT IS YOUR NAME" , PLAYERS 
YDLI 7 
IF LEN(FPLAYER#) -10 THEN GOTO 1270 
NAMES? (10) =F'LAYERS 
SCORES (10,1) =NOOFFEGS 
SCORES (10,2)=FLAYERTIME DIV 100 
REM ##*SORT SCORES#*% 
[=10 
FINISHED=FALSE 
REF EAT 
IF SCORES (1,1) sSCORES(I-1,1) OR (SCORES(1,1)=SCORES(I-1,1) AND SCORES(I, 


2) >=SCORES(I-1,2)) THEN FINISHED=TRUE ELSE TEMP NUMBER=SCORES(I-1,1): TEMP TIME=SCO 
RES (I-1,2) : TEMFP'NAMES=NAMESS (I-1) 


IF NOT FINISHED THEN SCORES (I-1,1)=SCORES(I,1):SCORES(I-1,2)=SCORES(I,2) 


: NAMES? (I-1) =NAMES#(1):SCORES(I,1)=TEMPNUMBER: SCORES (1,2) =TEMPTIME: NAMES#(1I)=TEM 
FNAME: I=I-1 


UNTIL FINISHED OR [=1 


CLS 
PRINT CHR# (141); CHR# (129); " SOLITARE x 
PRINT CHR#(141);CHRE(129) 5" SOLITARE > 


REM*#**PRINT TOF TEN SCORES#*+* 
FRINT' "NO. SCORE TIME" 
FOR I=1 TO 10 
PRINT TAB(O,I1*2+2):1;TAB(6) ;SCORES(I,1); TAB(12) ;SCORES(1,2) ; TAB(21) s NAME 


NEXT I 
ENDFROC 
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BLAST IT 


Disarm bombs with a wire guided robot, 
bombs must be disarmed in order within a 
time limit. 5 levels of play, high score table. 


CORE! 


A three part game, move left and right as 
WfolU me (=s-\e1-1g10 igi cele (elem ial-mei(e]0le\-mme)icel-m-lale 
aeroplanes. On to the caves and caverns 
then through the 3-D maze to the Core. 


FRUIT MACHINE 


One arm bandit simulation featuring random 
ate) (ommalelele(-m- (gle Mel-lenle)(-Mia (~~) l¢- mid Coe 
elalemer-lame.-mi-'-16n) ele) mane) team i-me-isle legen 


UFO 


Blast the aliens as they appear from hyper- 
space, features 3 levels of play, refuel etc. 


Sys 0] BY 


score points as you collect potatoes without 
fo [=)GtlaleMer-(0le]al@iam(ac-m-)ar-(0(0)" mer-l-) @ em tal 
setting sun or falling into your trench. 


COMMODORE 64 
MUNCHER 


10, 0b// mi aat-(eialial-mevele(-mel-ltnl-Manr-ldisleme (eee mela. 

o) i (al-mto) 0 lace m-laco mel e-le)al(omr- (elite) mtal= 

64. Munch your way around the maze 

EW e)(ellavem tal-Me|alesi Mm =) (om £6.95 


Send Cheques and Postal Orders to: 


CHRISTINE COMPUTING, 6 FLORENCE CLOSE, 
WATFORD, HERTS WD2 6AZ 
Tel: Watford (0923) 672941 
ed (ct- ojo d- (00 Role) OM ads taal 01-10) (0(-16 
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GET LIQUIDATED! 





& 


Introducing five great new games from created Abyss - a feast of excitement 
CCS guaranteed to give you plenty of and hidden danger for those who dare 
trouble. defy the evils to be found beyond the 


Mountain of the Golden Lion. 
You'll get no peace in the prohibition e 
days of Gangsters - if the cops dont get So if you want trouble - we've got 


you, your rivals will. Try keeping your the games. 
head above water in Brewery - a game all 
about liquid assets. We'll try our All available for Spectrum 48K at £6 












hardest to sink you in Plunder - (Abyss £5). Selected titles available 
aworldof Elizabethan _ piracy. And from W.H. Smith, Boots, Rumbelows, 
we're sure Battle 1917 is more than a Greens and all good computer shops 
match for anyone - it should be - it won @ or 
the Cambridge Award. 

Cases Computer Simulations Ltd., 
As if that’s not enough, we've even 14 Langton Way, London SE3 7TL. 
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CC Strategy Games. 
3% They're no pushover. 












Tutankham 
Runs on the Atari 2600 VCS 


Psssst! Want to find the spirits of the 
moon god Thoth? Or a ring with the 
emblem of a scribe during the reign of 
Thutmoses Ill? How about the blue con- 
dors of the sky god Horus? None of 
these wonders holds a candle, how- 
ever, to the vicious turtles of the Tomb 
of Tutankham, and you'll meet all of 
them as you stagger through the four 
chambers that lead you to the ultimate 
treasure. 

One of the problems with all these 
adventure games is the amount of 


Donky Kong Junior 


Runs on the 
Price £29.00 


Origin i 
ginal arcade game it is vital to read 


door of t 


It’s not eas 
your journey Y tO get there though. On 


and 
blue SNapjaws which Chomp their 


Stantly disappear. 
And When yoy try 
NG key even more 


JaWS are sent b 
fies Se Y Mario to entrap you, At 


flashi 


with the 


NStruction 


Donkey Ko rel 
Ng froma Cc Clease he 
t age lo 0 has 
Stoke « ihn een b pe toe Picker birds When tind Out for the Nit- 
: € Swinging al f and gobb] 'Y 4Cross the sc 
{0 vine while “9INg along from vi © UP Junior if es aed 
avoj ne Way. TI he et d 
lurking around. INQ nasty Creatures ne Gene nave a dirty trick i 
ro ir? = 
© Start the game YOU again Catching Vanloran Gee S Platform and 
aoe And if you succassR Ae 
Y Manage to 


he cage, 


You'll find loads of little red 


way along the 
1g € screen 5 aa ty Y droppin ; 
Fe wey Junior to walk into hie jane that it just ee them. And after 
© get rid of Ws, It’ fe complicated 
Junior onto Of them is to kn S Certainly a ood Sige 
one of th te i OCK grips with good game to 
above the snan; € fruits direct] and has m get to 
Napjaws and th £Ctly who sit af Nany devoted fa 
ey will in- And ite Due tO their game f ae 
Or hours 


tO Capture the 
of these Snap- 


YOU Can avoid 





them by Mak- 





reading that you have to do even 
before you touch the joystick. One of 
the best things in life for a video game 
reviewer is to get a new Cartridge, 
ignore the instructions, and get stuck 
in, trying to live by wits and ingenuity 
alone. The more lists the manuals carry 
the more bogged down in detail the 
game becomes. Reading them though 
is essential, or the reaction to being 
unable to get past even the first obsta- 
cle is to punt the entire console out of 
the window in disgust. 

Basically, the ‘scenario’ is the Egyp- 
tian tomb of Tutankham (silly name, 
and it doesn’t fool anyone) where you, 
as an archeologist are seeking trea- 
sure, and keys to the next secret cham- 








Colecovision in 


neg las EsCape. Linked 
er of huge chains, At the bottom 


Complete that Mission 




















his cage rattling the 


to the Cage are a 
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ber. Giant bats, killer moths, deadly 
viruses and a partridge in a pear tree 
(shurely shome mishtake here — Ed) all 
try and stop you from doing any of 
these things. You aren't entirely on 
your own of course, as you have three 
lives, several laser blasts and a com- 
prehensive manual to work with. 
There are eight game selections 
(four for one player, and four for two) 
with four different levels of difficulty in 
each selection. There are four cham- 
bers to negotiate as well, each one har- 
der than the last. A sort of ‘Raiders of 
the Lost Art’ meets ‘Adventure’, so if 
you ve already got those two, this will 
hold no surprises.... except for the 
vicious turtles! Made by Parker. 








Q-Bert 
Runs on the Atari 2600 


e, do they get 
ner Hs ne mz itseems that the at 
Hier one me, the more likely the pare 
lier TC aKae a cult hit in the ae bn 
be “0 efully for the mane mae 
aes pore)! | mean would you go a 
in i a pint of ‘Zaxxon In ory & 
bar? In that case, Mines a 
Nal | me isn'tatall bad, 
| Nee ee ihe rather paola 
" ay Schoo!’ mentality that nanos 
ue. been the basis of the idea. es | 
have ‘th four ‘O-berts’ at the top ¢ f2 8 ui 
start Nid of cubes (hold the Boe ae | cet? 
F yapnics)), and Cee ie chan: ) 
ihe Me aTeach of the cubes as 
he touches them. aca ieenURAnIG 

u've complete ; 
Ne ene colour scheme, you move 





[Return of The Jedi 
(Death Star Battle) 






















/Runs on the Atari 2600 
iVCS 








| Forget all about those sickeningly coy 

‘Ewoks’ in the film, this game is all 

about trying to blast a half-built Death 

Star from the skies. Come to think of it. 

perhaps blasting away at Ewoks might 
be more fun. 

Meanwhile, back at the controls of 
the Millenium Flacon (Or Falcon), Tie 
Interceptors are swooping in from left 
and right trying to destroy you, so you 
have to be a bit nimble on the old plates 
of meat just to stay alive. In addition, 
you have to avoid the energy shield 
When it appears, keeping the Falcon in 
the lower half of the screen. When 
you've blasted a hole in this, you get 
into hyperspace, and that much nearer 
to the Death Star. 

Knocking out the DS isn't easy, 
especially as you have to have eyeballs 
in very unusual anatomical places to 
Stay alive, owing to the attacking Inter- 
ceptors, Imperial Shuttles and the like. 
At the same time, you have to knock 
out the Death Star piece by piece, 
avoiding the Death Ray. Of course, the 
loonies... sorry, evil despots, building 
ithe Death Star keep plugging away, 
constantly rebuilding it. 

Even if you do become Sutton Coal- 


























, aged to wor 
ths before | man mes it takes 
hingsmove dea ‘nq on. Someti 
Sie faster Obstacles luge alogd_whatwas Gor 207 ore ange the 
little faster. balls are OK, m es, sorea | 
of balls — honest! Gree” Petficosts, colour ofthe cubes, £6 ee 
red balls arones could leave youinalot tions h as manual dexterity, 
| | | | usly (now, 
nd purple ones cou ofsome of as much as Iv taken serious 
of trouble. Snakes hatch out and they viding |s Aone do that to Las 
them (| forget which c Johnny, he mightn’t like it) the 
too can eat or ne eatill you play the Samantha, 't be permanently damag- 
Confused? Walt fr y is conquer- effects won Parker Games, this is one 
ame. The main eine many ‘Q- ing! Made ie Batol, 
ing the 3D eet their untimely of the firm 
Berts’ were : 






























field’s answer to Luke Skywalker, and 

, : manage to blow up the Star, You still 

Space Fury your finger constantly on the fire but. have to avoid the resulting mess and 

| ton. And at the same time keep an eye|| fireballs to stay alive. After Scoring 

| out for the ships so that you can swivel] | 10,000 things hot up a little more, with 

Runs on the Colecovision your own ship round to fire at them with} |faster, more lethal Interceptors, a 
Price £29.00 deadly accu 






speedier reaction from the Death Ray, 
and faster rebuilding of the Death Star. 
he Atari's blocky graphics are much 
more suited to the portrayal of next- 
century hardware than cuddly animals, 
sO this game is bags of fun. Lots of 
pretty colours when things go ‘bang’, 
and very Satisfying ‘crumps’, ‘weeee- 
1OwWs, and ‘bokka — thuds' on the 
Soundtrack. (Final Note — watch out 
for the devilishly clever illustrations in 
the games manual, as they're printed 
upside down!) 












your ship with the sole intent of| 
Space Fury was certainly christened destroying it. Once you have suc- 
aptly. It is sheer fury on your TY screen cessfully wiped out the bands of alien 
when you plug in and Switch on this scouts you move on to the next screen| 
game from Colecovision. which involves docking your ship witha 
Based on the highly sucessful ar- mother ship. The docking process isn’t 
cade game of Asteroids (and also any difficult and it gives you the extra facili- 
arcade game in its own right), Space ty of an energy boost. This is vital to 
Fury revolves round the focal point of a survive the following round of the 
Space ship (just for a change)! It’s plac- game. There are three mother ships in| 
ed in the centre of the screen and is total and these give you the choice of 
under your contro] — using the special firing in different ways. Try them all out 
Colecovision joysticks. Before you start to find which suits your style of play 
the game proper you must select one of 
the eight skill levels to play. This seems 
to be a feature of most of the Colecovi- hea 
sion games. Having done that you're 






























Now you can blast away to your Cay IO eee 
rts content at the alien cruisers and een oe 
if successfully completed you have to 
| Confronted with a title screen. dock with another mother ship. The 
This sequence received different Purpose of this task is 
reactions from people in the office Wat- firepower in order to try and kill the alien 
ching. But the vast Majority of people commander's destroyers and Warships 
hated it! {t consists of a brightly col- which dré sent out on sorties. 

Oured head with one giant eye and a As with all these arcade type of 
| Continuous stream of burble telling you 

what to expect in the game. That’s the 
‘dreaded alien commander’ by the way. craft. And the harder they are to shoot 
Now let battle commence and de- down the more points you are awarded, 

| fend your triangular ship by firing atthe As the difficulty of the game increases] 
enemy craft which whistle towards the points awarded are increased too. 
you. First of all you have to destroy the Unfortunately, although this game's 
alien scouts which aré smail green ships Concept was rather different there was] 2 
that look a bit like kryptonite, |f you something lacking in the addictive Ce Ne 
don’t obliterate these they will form into aspect of it. Nevertheless the graphics Se 
larger ships which on contact with your were good and the game would pro-| 
ship will destroy it. They also release, bably be more enjoyable if the Colecovi- 
fireballs which spell much more danger. 


sion joysticks weren't so hard to han-|} 
The best tactic to adopt is to keep dle. 
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CAN YOU HANDLE THE ULTIMATE? FEATURE PACKED, 100% MACHINE CODE. 
THE MOST AMAZING PROGRAMMES, THE SMOOTHEST AND PURE ADDICTION. 

ACTION, THE HIGHEST RESOLUTION GRAPHICS? SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR 
ALL ULTIMATE GAMES ARE ARCADE STANDARD, YOUR MIND? 


(All games joystick or stores and all good software retailers. Or send the coupon direct. 
keyboard — We'll pack and post your order to you absolutely free in the U.K. 


lo aT dare take my computer to the edge of >f meltdown. Send | me the following: | 
| Cookie |} Lunar Jetman |_| Pssst (| TranzAm 


ii __| Jet Pac | | Jet Pac - Expanded VIC 20 [| Atic Atac 


Send to: 
Ultimate Play The Game, 
The Green, 


ONLY 3 -50 EAC Available from: W.H. Smith, Boots, John 
Menzies, Spectrum Centres, large department 



































| enclose cheque/PO for£ Name 


Address 


Cookie 16/48K ZX — Tranz Am 16/48K ZX Spectrum 





























x Sn > hby de la Zouch 
Pssst 16/48K Spectrum Lunar Jatwiaa 48K ZX Spectrum Jet Pac 16/48K ZX Spectrum | Leicestershire. 
or 8K Expanded VIC 20 


Ultimate Play The Game is a trade name of Ashby Computers and Graphics Ltd., The Green, Ashby de la Zouch, Leicestershire, Tel (0530) 411485. Dealer enquiries welcome. 














This is a board game for two players, 
in this case you and the computer. 

It is played by placing pieces on the 
board which outflank the opponents 
pieces in order to capture them. Cap- 
turing one of the computer's pieces 
scores one point for you and removes 
one point from the computer's score. 

The direction of capture may be in 
any straight line. If a piece cannot be 
played which will capture one or more 
of the computer's piece(s), the turn 
must be forfeited. This is done by 
fede D “O" at the prompt “enter 
move”. Your pieces are white dots ona 
dark red background. The computer’s 
pieces are black dots on a cyan back- 
ground. The game ends when there are 
no more moves possible for either you 
or the computer. 

When you run the program the 
screen is cleared and the background 
colour will change from light blue to 
light yellow. The board is displayed on 
the screen. Itis made of sixty-four black 
foreground on a grey background user 
defined squares. The border is made of 
black characters on a green back- 
ground, with rows numbered from one 
to eight and columns lettered from A to 
H. Two of the computer's pieces are 
printed atD5 and E4. The scores are set 
to two each and printed under the 
headings “computer” and “player”. 

Messages are displayed at the bot- 
tom of the screen. The characters 
being black on a green background. 
Now the computer will ask “enter skill 
level from 1,2 or 3”. 1 is the easiest and 
3 the hardest level. 

The computer will not accept any 
character other than 1,2 or 3. The level 
you choose will be printed on the mes- 
sage line. You will make the first move 
by entering a letter and a number in 
response to the prompt “enter move”. 
You must wait until the letter you have 
entered is printed on the message line 
before you try to enter the number. 
Error messages will be printed if you 
try to enter a letter outside the range A 
to H (note you must only use uppercase 
letters) or anumber outside the range 1 
to 8 or enter an invalid move. When you 
have entered your move the computer 
will “fill in” the captured squares with 
pieces of your colour. Then it will adjust 
and print both scores. The message 
“computer” will be printed to indicate 
that the computer is working out its 
move. 

When the computer has decided on 
its move, it will print the move’s coordi- 
nates on the message line and emit a 
note of one second duration. Having 
gained your attention, the computer 
will allow you to examine the board 
before it “fills in” the captured squares 
and changes the scores. Note the com- 
puter will take approximately one anda 
half minutes to make its move. The 
prompt “enter move” will appear on 
the message line and you can enter 
your next move. When both you and 
the computer cannot move the game 
will end. The choice of endgame mes- 
sages are:- 


“Congratulations you have won” 
“| have won” 
“Draw”. 


The computer will wait a few 
seconds before asking you:- 


“Do you want to play again (Y or N).” 
You must answer Y for yes or N for no. 


8&4 


RUNdown 
Lines Action 

100- 140 Dimension arrays. 

150 Goto start of program at 
620. 

160- 190 Clear message line 
subroutine. 

200- 370 Converts the score toa 
string subroutine. The 
score can then be printed 
by the message print 
subroutine. 

380- 610 Print message 
subroutine. Prints the 
string A$ at the specified 
location on the screen. 

620-1180 Set up initial display 


routine. Clears the screen 
and prints the Othello 





1190-1360 


1370-1470 


1480-1640 


1650-1680 
1690-1860 


1870-1900 


board on the display. 
Enter skill level routine. 1 
is the easiest level and 3 
the hardest level. There 
is a built in delay to allow 
the player to see the skill 
level he has chosen to be 
printed on the message 
line. 

Print “enter move” 
without scrolling the 
screen. 

Enter valid letter routine. 
An error message will 
appear if an invalid letter 
is entered. 

Print chosen letter. 

Enter valid number 
routine 

Print chosen number. 
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1910-1920 


1930-2000 


2010-3880 


3890-3980 


Convert player’s move to 
a position on the screen 
that the computer can 
understand. 

Set up variables to 
calculate and print on the 
board the player's 
captured squares, or set 
up variables to calculate 
the computer's captured 
squares. 

Calculate and print the 
captured squares for 
both the computer’s 
moves and the player's 
move. 

Does the player’s move 
capture any of the 
computer's squares? If 
no squares are captured 
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3990-4010 


4020 


4030-4050 


4060-4150 


4190-4430 





print “invalid move” and 
go to enter move routine. 
Pslculate and print the 
scores as a result of the 
player’s move. 
Has the computer lost as 
a result of the player’s 
move? lf it has, goto 
endgame messages. 
Has the board been filled 
up as a result of the 
player's move? If it has 


ee endgame messages. 


rint “computer” on the 
message line without 
scrolling the screen. 
The computer examines 
every square on the 
board. If it can capture 
any of the player’s pieces 


4440-4680 


4690-4740 


4750-4900 


4910-5360 


5370 


5390-5470 


5480-5530 


5540-5560 


5570 


5580 


by moving to a particular 
square, it records the 
number of captured 
pieces and the location of 
that move. It also applys 
a simple tactical check 
for skill levels 2 and 3 to 
every valid move and 
acts accordingly. 

The computer compares 
“the number of captured 
pieces” for each square 
on the board with the 
move that captures the 
maximum number of 
pieces. The move that 
captures the maximum 
number of pieces is 
initially at A8. Even if this 
is an invalid move i.e. it 
captures no pieces. If the 
number of captured 
pieces for a particular 
move is higher than or 
equal to the maximum 
number of captured 
pieces, this move 
becomes the new 
maximum number of 
captured pieces and is 
stored for future use. If 
you are playing at skill 
level 3 certain tactical 
squares are avoided 
unless there is no 
alternative move. 

lf the computer cannot 
move it checks to see if 
skill level 3 has been 
chosen. If it has it checks 
to see if the tactical 
squares have been 
avoided. If they have the 
computer disables the 
tactical square avoidance 
routine and checks to see 
if it can move. If it cannot 
move the computer 
forfeits its move. 

The computer chooses 
the move that will 
capture the maximum 
number of player's 
squares. If there is more 
than one move that will 
capture the maximum 
number of player's 
Squares it makes a 
random choice from 
these moves. 

Print the computer’s 
move on the message 
line. 

The computer activates 
the sound generator to 
alert the player to the 
fact that it is about to 
make its move. 

Cannot move routine. 
Built in delay. Print 
computer's captured 
squares on the board. 
Adjust and print scores 
as a result of the 
computer's move. 

If the player has lost as a 
result of the computer's 
move goto endgame 
messages. 

lf the board has been 
completely filled as a 
result of the computer's 





5590-5840 
5850-5930 


5940-5970 


move goto endgame 
messages. If not goto 
enter move routine. 
Endgame messages. 

Do you want to play 
again routine. Y for yes 
and N for no. 

If you are playing at skill 
level 3 and the computer 
has been forced to 
disable its tactics this 
routine enables the 
tactics ready for the 
computer's next move. 


Conversion Clues 

This program hinges on the fact that 
the Texas has a memory mapped dis- 
play. All the information which the 
computer needs to make its move is 
stored in the memory mapped display, 
i.e. the section of the screen which dis- 
plays the Othello board. Itis for this rea- 
son that | had to write a print routine 
which d/d notscroll the screen when it 
displayed messages. Most of the basic 
commands used are common to all 
variations of Basic. Those T| Basic com- 
mands which are unusual will now be 


explained. 


CALL 
COLOR 


CALL 
CHAR 


CALL 
HCHAR 
VCHAR 


CALL 
GCHAR 


IF THEN 
ESLE 





TI Basic allows you to 
divide the ASCII 
characters into 16 
character sets. The 
foreground and 
background colour of 
each “set” of characters 
can then be fixed using 
this command. This 
system of colour coding 
caused a problem when 
a space was printed on 
the message line. The 
majority of the screens 
background colour would 
completely change to the 
background colour 
specified in this 
command when a space 
was printed for the first 
time. | overcame this 
problem by defining my 
own space character in a 
different character set 
and inserting this instead 
of a space whenever a 
space was detected Ina 
message. 

Allows you to define 
your own characters. If 
this is not possible on 
your machine you can 
use, say, spaces for the 
board and perhaps “0” 
and “X" for the pieces. 
Are Tl Basic graphic 
commands which can 
repeatedly print the same 
character horizontally or 
vertically on the screen. 
They can be replaced by 
the more usual “POKE" 
command. _ 

ls another Tl-Basic 
graphics command. It 
can be replaced by the 
more usual “PEEK” 
command. 

Is unusual. It can 

easily be replaced by e.g. 
10 if A=1 then 30 

20 goto 60 

30 


60 





CALL KEY 


SEG $ 
A$ 


B$ 


ROW 


COL 


STATUS 


<O 


Is a Tl-Basic command 
which allows you to 
check the keyboard to 
see a key has been 
pressed. The VIC 20 uses 


a similar command called | 


"GET". 

ls more usually called 
mid 

This string variable holds 
the message to be 
printed on the message 
line. 

ls the number of digits in 
the score |.e. one or two. 
Holds AO, which is 
printed before the one 
digit score. 

ls the row position of a 
character on the screen. 
Starting at the top of the 
screen is row 1 and 
finishing at the bottom 
of the screen is row 24. | 
ls the column position of 
a character on the 
screen. Starting at the 
lefthand side of the 
screen is column 1 and 
finishing at the righthand 
side of the screen is 
column 32 

Is the number of 
characters (including 
spaces) in the message. 
A$ holds the message. 
Holds the ASCII value of 
each character. 

Number of the segment 
of the array. 

Number of the segment 
of the array. 

ls the character set 
number. 

ls the number of a 
character (referenced to 
the first ASCII character 
— the space) within a 
specific character set. 

Is the ASCII value of a 
character. 

ls the computer's score. 
ls the player's score. 
Flag indicates whose | 
move it is. If flag = 136 it 
is the player's move. If 
flag = 144 itis the | 
computer's move. The 
values 136 and 144 are 
user defined ASCII 
characters. 

ls used in conjunction 
with the Tl-Basic CALL 
key. If status = 0 no key 
has been pressed. —1 
the same key. 71 new 
key. 

Is the control variable 
which only allows a 
range of ASCII 
characters to be 
accepted, via the 
keyboard, in response to 
a message 

Is the skill level 

(1,2,:0r 3). 

Is the delay variable. 

lf Y=2 the score !s 
worked out in the 
captured squares 
subroutine. 

lf 2=2 the captured 
Squares are printed on 
the board. 





LTR 


H1 


SRE 


TYPE 


Ad 


x 


! SCO(1...65) 


RW (1...65) 
CL(1...65) 
V 

| 


105] 


R2(1...35) 


CAtT...09) 


U 


The ASCII letter which 
has been entered by the 
player in response to the 
“enter move” routine. 


ls the control variable 
which only allows a 
range of ASCI 
characters (1 to 8) to be 
accepted, via the 
keyboard in response to 
the message “enter 
number between 1 and 
a” 


ls the opposite value of 
“flag” i.e. if flag = 136, 
SRE = 144 and if flag = 
144 SRE = 136. 

ls the number of 
captured squares. 

Row 


Column. 

Allows for the fact that 
the minimum number of 
captured squares is two. 
RPT is the number of 
captured squares in one 
of the possible eight 
straight lines. 

Allows for the fact that 
the square being 
evaluated will be 
counted several times if 
there are captured 
squares in more than 
one straight line. 

ls used in conjunction 
with the CALL GCHAR 
command which looks at 
a specified location in 
the memory mapped 
screen. The computer 
sets the variable type to 
the ASCII value of the 
character at that 
location. 

If you are playing at skill 
level 3 A4=1 is a flag 
which tells you that 
avoidance tactics are 
activated. If A4=2 the 
avoidance tactics have 
been disabled for the 
duration of the 
computer's current 
move. 

Number of the segment 
of the array. 

Is the array containing 
the number of captured 
pieces for every move 
on the board. 

Is the row of the move 
on the board. 

Is the column of the 
move on the board. 
Number of the segment 
of the array. 

ls the number of the 
segment of “the 
maximum captured 
squares’ array M. 

The maximum captured 
squares array. 

The row of the 
maximum captured 
squares move. 

The column of the 
maximum captured 
squares move. 

ls the variable which 
matches the board letter 
and number coordinates 
with the computer's row 
and column coordinates. 
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100 REM BY EDDIE ILLINGWORTH 
110 DIN SCO(45) 
120 DIM RWt63) 
imo DIM CL(éo) 
140 DIM M(&5) 
150 GOTO 620 ; 
140 REM CLEAR LINE ROUT INE 
i70 CALL HCHAR (23,5, 152, 90) 
1 igo CALL HCHAR (24, 3,152, 50) 
190 RETURN 
200 REM PRINT SCORES 
9140 AS=STRE(CL) 
270 W=LEN (AS) 
esq LF W=il THEN 240 ELSE 260 
740 Be="0O" 
250 Ab=BELAt 
7éo ROW=14 
i270 COL=6 
[ao GOSUB Sao 
,2go AS=STRECFL) 
s00 W=LEN (AF? - 
=10 IF Wel THEN =70 ELSE =40 
aco bee" O" 
=30 ASt=BSiAs 
i =4ao ROW=14 
350 COL=2 
3460 GOSUB 38 
i SE TURIN 
ner nally PRINT MESSAGE ROUTINE 
=90 D=LEN(AS} 
400 DIM E(éo) 
410 FOR FH=1 TO. D 
4 Ei(F)=ASC(SEGS(AS,F,1)) 
-4as0 IF Et(P)=Se THEN 440 ELSE 
440 E(F)=152 
450 NEXT F 
450 FOR B= 
470 D2=1 
3 =E(H)-31 
aon eats THEN SOO ELSE 519 
soo GOTG 340 
Bio D2=D2+1 
s70 H=H-8 
sso GOTO 490 | 
Sao CALL COLOR(D2,2,4) . 
SSO CALL HCHGR (ROW, COL,ECR)) 
s40 COL=COL+! ; C 
S/O) Lr COL=so THEN SAO ELSE 60 
sao COL=5 
S90 ROW=24 
400 NEXT B 
&10 RETURN 
620 CALL CLEAR 
ae SCREEN (12) rr 
ao hes CHAR (128, "OO7ES24242427E00") 
650 CALL CHAR (136, "OOOOOOSCSCOQIONS ! 
6460) CALL CHAR (144, “OOOOOOSCSCOO0000 } 
&70O CALL CHAR (icS2,"">) 
680 CALL cCcOLOR(146,2, 4) 
490 CALL HCHAR (8,12, 152) 
7oo CALL HCHAR(17,12,152 
710 CALL HCHAR (17,21, 152) 
7eo CALL HCHAR (S,21,152) 
220 FOR ROW=8 TO 17 STEP 9 
7a CALL COLOR (S,2,4) 
750 COL=13 
760 C=65 
770 CALL HCHAR (ROW, COL,U) 
780 COL=COL+1 
© C=C+1 
an IF C=72 THEN 619 ELSE be) 
Bio CALL COLOR (4,2,4) 
goo IF COL<21 THEN rara®, 
SQ NEXT ROW 
e4o FOR COL=12 TO 21 STEP ? 
| g50 CALL COLOR(3,2.4) 
440 ROW=16 
B70 C=49 
fed CALL VCHAR (ROW, COL,C) 
990 ROW=ROW-1 
foo C=C+1 rs 
910 IF C=56 THEN g¢20 ELSE 930 
9270 CALL COLOR (4,2, 4) 
920 IF ROW: THEN 880 
940 NEXT COL 
9750 CALL COLOR(13,2,15) 
940 FOR ROW=9 TO 14 
970 CALL HCHAR (ROW, 13, 126,39) 
9460 NEXT ROW 
990 CALL COLOR(14,14,7? 
1o00 CALL HCHAR (12,164,136) 
1010 CALL HCHAR (13.17, 1256) 
1020 CALL COLOR(15,2,8) 
1a30 CALL HCHAR (12,17, 144) 
1040 CALL HCHAR (13,16, 144) 
10O50 At="COMPUTER" 


ri oa 
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= 
Sete mk, a, 
a de ag | 
SF Fe 








1350 FOR o=; 


1Oo40 ROW= 1 2 
1970 COL=3 
1OS0 GOSUB S80 
Loso At="PLAayveER" 
1100 ROW=1> 
1110 COL=234 
1120 GOSURB 380 
1130 Ci=2 
1140 Pi{e=2 
1150 GosuB 2) 
11406 FLAG=154 
1170 CALL HCHAR ¢ 
is 14,64 144,73) 
1180 CALL HCHAR (14, 26.134. > 
1190 GOSUB 160 pe Niegas 
1200) At= "ENTE Kz 
sone anid: R SEILL LEVEL FROM Lee OR OS 
1220 COLes 
1230 GOSURB S80 
1240 CALL KEY (Oo, Sk 
24 -, SKILL, STatue 
1250 IF STATUS=0 THEN ipag 
1260 FOR G=49 TO 51 Seta 
1270 TF G=SKEILL =O 
tee) nose : THEN 1200 
1290) GOTO 1190 
1500 Q=SKILL~4e 
1310 AS=CHRS (1) 
1320) ROW 4 
isso COL=17 
1540 GOSUB S80) 
TO Soo 


1560 NEXT o 
1370 GOSUB 140 


1380 CALL HCHAR (2 


1 
1 
1 
1 
i 


1450 CALL HCHAR (> 
1440 CALL HCOHAR ¢ 2: 
1470 CALL HCHAR (22> 
1480 FLAG=1354 
1490 yeo 

1300 7=9 

110 CALL KEY (oO 
ets IF STATUS=0 
sol TF LTR=48 TH aye 
1540 FOR G=45 To a a 


1s 
13 


LS 


1580) AS="EnTER 
1590 COL=s 


16 


1610 GOSUR et 
1420 FOR O=1 Tr) 
1630 NEXT o 
t640 GOTO ise 
1650 A$=CHRS (GB) 
14450 ROW=2?5 
1670 COL=i7 


168 


1690 CALL KEY (0, NB 
ie, IF STATUS=0 THEN 14960 
1710 FOR Hi=49 TQ se a 


172 


1730 NEXT H4 

1740 GOSUB 160 
1730) AS="ENTER NLIM 
1760 ROW=227 

1770 COL=2 

1780 GOSUB 280 
1790 FOR O=1 TO S00 


1LBoo 
L810 
182n 
1830 
1840 
1850 
1840 
1870 
1880 
1890 
1900 
i910 
1920 
1930 
1940 


1950 SRE=144 


i960 


1590 CALL HCHAR (23, 4.79) 


400 CALL HCHAR (23.5 Ba) 
410 CALL HCHAR (23.6. 49) 
420 CALL HCHAR (23, 7.92) 
430) CALL HCHAR (23,8. 15>) 
440 CALL HCHAR (23.9. 77) 
2510,79) 
35 11,86) 
a, 12,69) 


fee 


»*L TR, STATI pa.) 
THEN 1510 


a0 JF G=L_LTR THEN 
©®0O NEXT 6G 
?O GOSUB 1460 


1650 


LETTER BETWEEN 4 AND H" 
40 ROW=25 


SO 


© GOSUB seq 
FR. STATus) 


/ IF Hi=NBR THEN 1870 


BER BETWEEN 4 AND 6" 


NEXT oO 
BOSUB 14h 
AS="ENTER MOVE" 
ROW=23 
COLes 
GOSUB 3an 
GOTO 14650 
AS=CHR$ CH] ) 
ROW=25 
COL=1i9 
GOSUB zen 
COLS=LTR-52 
ROW=45-NeR 
REM CALCULATE 


ve place CAPTURED SOUARES 


56 THEN 195% ELSE 1940 


IF FLAG=144 THEN 1970 ELSE 1980 
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1970 SRE=136 

1980 J=ROW 

1990 S=0 

2000 T=—{ 

2010 K=COL 

2020 RPT=2 

2030 CALL GCHAR (ROW, COL, TYPE) 


2040 If TYPE=FLAG THEN 2050 ELSE 2izo 
2050 A$="YOU ALREADY OWN THIS SQUARE” 


2060 ROW=23 
2070 COL=3 
2080 GOSUB 160 
2090 GOSUB 380 
2100 FOR O=1 TO Soo 
2110 NEXT O 
2120 GOTO 1370 
2130 IF TYPE=SRE THEN 2140 ELSE 2220 
2140 A$="I ALREADY OWN THIS SQUARE" 
2150 GOSUB 160 
2160 ROW=23 
2170 COL=3 
2180 GOSUB 380 
2190 FOR O=1 To Soo 
2200 NEXT O 
2210 GOTO 12370 
2220 J=J—1 
2230 IF J=8 THEN 2370 
2240 CALL GCHAR(J,K. TYPE) 
2250 IF RPT=2 THEN 2260 ELSE 2270 
2260 IF TYPE=FLAG THEN 2770 
2270 IF TYPE=SRE THEN 2290 ELSE 2310 
2280 IF TYPE<129 THEN 2270 
2290 RPT=RPT+1 
2300 GOTO 22270 
2310 IF TYPE<>FLAG THEN 2270 
2320 IF Z=2 THEN 2330 ELSE 2340 
2330 CALL VCHAR(J,K, FLAG. RPT) 
2340 IF Y=2 THEN 2350 ELSE 2270 
2350 S=S+RPT-1 
2360 T=T+1 
2370 J=ROW 
2380 K=COL 
2390 RPT=2 
2400 J=J+1 
2410 IF J=17 THEN 2560 
2420 CALL GCHAR(J,k, TYPE) 
2430 IF RPT=2 THEN 2440 ELSE 2450 
2440 IF TYPE=FLAG THEN 2540 
2450 IF TYPE=SRE THEN 2470 ELSE 2490 
2460 IF TYPE<129 THEN 2560 
2470 RPT=RPT+1 
2480 GOTO 2400 
2490 IF TYPE<>FLAG THEN 2560 
2500 IF Z=2 THEN 2510 ELSE 2570 
2510 J=ROW 
2520 CALL VCHAR(J,K,FLAG, RPT) 
2530 IF Y=2 THEN 2540 ELSE ?540 
2540 S=S+RPT~1 
2550 T=T+i 
2560 J=ROW 
2570 K=COL 
2580 RPT=2 
2590 K=kK-1 
2600 IF K=12 THEN 2740 
2610 CALL GCHAR (J,K, TYPE) 
2620 IF RPT=2 THEN 2630 ELSE 2440 
2630 IF TYPE=FLAG THEN 2740 
2640 IF TYPE=SRE THEN 2460 ELSE 2680 
2650 IF TYPE<129 THEN 2740 
2660 RPT=RPT+1 
2670 GOTO 2590 
2680 IF TYPE<>FLAG THEN 2740 
2690 IF Z=2 THEN 2700 ELSE 2710 
2700 CALL HCHAR(J,K,FLAG. RPT) 
2710 IF Y=2 THEN 2720 ELSE 2740 
2720 S=S+RPT-1 
2730 T=T+1 
2740 J=ROW 
2750 K=COL 
2760 RPT=2 
2770 K=K+1 
2780 IF K=21 THEN 2950 
2790 CALL GCHAR(J,K. TYPE) 
2800 IF RPT=2 THEN 2810 ELSE 2E2ZO 
2810 IF TYPE=FLAG THEN 2930 
2820 IF TYPE=SRE THEN 2840 ELSE 2a60 
2830 IF TYPE<129 THEN 2930 
2840 RPT=RPT+1 
2850 GOTO 2770 
2860 IF TYPE<>FLAG THEN 29730 
2870 IF Z=2 THEN 2880 ELSE 2900 
2880 K=COL 
2890 CALL HCHAR(J,K,FLAG. RPT) 
2900 IF Y=2 THEN 2910 ELSE 29230 
2910 S=S+RPT-1 


a 
“ ‘ 
v 
I 





2920 T=T+!1 
2930 J=ROW 
2940 K=COL 
2950 RFPT=2 
2960 J=J-1 
2970 IF J=8 THEN 3170 
2980 K=K+1 
2990 IF K=21 THEN 3170 
ZO00 CALL GCHAR (J,K, TYPE) — 
2010 IF RPT=2 THEN 3020 ELSE S050 
so20 IF TYPE=FLAG THEN 3170 —s 
3020 IF TYPE=SRE THEN 2050 ELSE 3070 
s040 IF TYPE¢129 THEN 3170 
2050 RPT=RPT+1 
2060 GOTO 296° 
3070 IF TYPE< >FLAG THEN 3170 
z080 IF Z=2 THEN 3090 ELSE 3140 
3090 FOR F=1 TO RPT 
S100 CALL HCHAR (J,K, FLAG? 
3110 J=J+1 
3120 K=kK-1 
3130 NEXT F 
3140 IF Y=2 THEN 3150 ELSE 3179 
3150 S=S+RPT-1 
3160 T=T+!1 
3170 J=ROW 
3180 K=COL 
3190 RPT=2 
3200 J=J+1 
3210 IF J=17 THEN 2410 
3220 K=K-1 
3230 IF K=12 THEN 3410 
3240 CALL GCHAR (J,K, TYPE? 
3250 IF RPT=2 THEN 2260 ELSE 3270 
3260 IF TYPE=FLAG THEN 3410 Pore 
3270 IF TYPE=SRE THEN 3290 ELSE 3310 
2290 IF TYPE<129 THEN 3410 
3290 RPT=RPT+1 
3200 GOTO 3200 
3310 IF TYPE<>FLAG THEN 34190 
3320 IF Z=2 THEN 3550 ELSE 3390 
3330 FOR F=1 TO RFT 
3340 CALL HCHAR (J,K, FLAG) 
3350 J=J-1 
S340 K=kK+1 
chs ne Wee THEN 23390 ELSE 3410 
3390 S=S+RFT-1 
3400 T=Tt1 
3410 J=ROW 
3420 K=COL 
3430 RPT=2 
3440 J=J-1 
3450 IF J=8 THEN 3659 
3460 K=K-1 
3470 IF K=12 THEN 3650 
3480 CALL GCHAR (J,K, TYPE) = 
3490 IF RFT=2 THEN 3500 ELSE 3510 
3500 IF TYPE=FLAG THEN 3650 _— 
3510 IF TYPE=SRE THEN 3530 ELSE 3550 
3520 IF TYPE<129 THEN 3650 
3520 RPT=RFT+1 
3540 GOTO 3440 
3550 IF TYPE< >FLAG THEN 3650 
3560 IF Z=2 THEN 3570 ELSE 3620 
3570 FOR F=1 TO RPT 
3580 CALL HCHAR (J,K, FLAG) 
3590 J=J+l 
3600 K=K+1 
3610 NEXT F 
3420 IF Y=2 THEN 3630 ELSE 3650 
3630 S=S+RFT-1 
3640 T=T+1 
3650 J=ROW 
3660 K=COL 
3670 RPT=2 
3680 J=J+1 
36490 IF J=17 THEN 3890 
a700 K=K+1 
S710 IF K=21 THEN 3890 
3720 CALL GCHAR (I,K, TYPE) — 
3730 IF RPT=2 THEN 3740 ELSE 3759 
3740 IF TYPE=FLAG THEN 3890 ; 
3750 IF TYPE=SRE THEN 32770 ELSE 
3760 IF TYPE<129 THEN 3890 
3770 RPT=RPT+1 
3780 GOTO 34680 
3790 IF TYPE<{>FLAG THEN 3890 
3800 IF Z=2 THEN 3810 ELSE 3960 
3810 FOR F=i TO RPT 
3820 CALL HCHAR (J.K, FLAG) 
=830 J=J-1 
3840 K=K-1 
=9[50 NEXT F 
sais IF Y=2 THEN 3870 ELSE 3890 
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Defeat the Klingon invasion fleet Features include 






APEX SOFTWARE 
Swiss Cottage, Hastings Road, 
St. Leonards-on-Sea, 
“VISA E. Sussex TN38 8EA 


MOTEL: Hastings (0424) 53283 






SOFTWARE? 

Then SWAP your 

unwanted Software by using our 
Computerised Exchange Service. 

For a fee of only £1.40 per cassette 
exchange, send us your name and 
address plus a list of swappable cassettes 
(titles you have, titles you require and for 
which computers), and we'll do the rest! 


Write to ino stamp required): 


SoftSwap 


Freepost, Fleet, Aldershot 
Hants GU13 9BR. 

Tel: Fleet 6624 

N.B. All Software must bein 
original packing and in 

good condition. 
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he 
SAS 
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simple self-assembly 
to Nouse your: 


computer, VDU/TV, 
cassette player, tapes, 
printer, magazines 


SAFELY 


TO ORDER: Send £49.00 plus £6.00 p&p 
(delivery 21 days) to: 
FORDBURY PRODUCTS 
PO Box 20, Hertford SG14 2LW 





1984 
THE GAME OF 
ECONOMIC SURVIVAL 


THE BRITISH ECONOMY WITH YOU 
AT THE CONTROLS! WHAT SORT 
OF CHANCELLOR WOULD YOU 
MAKE WITH SEVERAL BILLION 
POUNDS TO SPEND & FIVE 
YEARS TO THE NEXT GENERAL 
ELECTION? GRAPHIC DISPLAYS, 
HISTOGRAMS & AN ANNUAL 
PERFORMANCE RATING ARE ALL 
INCLUDED TO SHOW HOW YOU 
ARE DOING. HOW MANY YEARS 
WILL YOU LAST? 


1984 


A GAME OF 
GOVERNMENT MANAGEMENT 


FREE INSIDE: Pocket Guide to 
Running Britain ! 


NOOS £5.50 


JER SPECTRUM CHALLENGE statis 
FROM INCENTIVE SOFTWARE LTO” 





MOUNTAINS 
OF KET 
ADVENTURE 

A MONSTER OF AN ADVENTURE 
PROGRAM! COMBAT, INTER- 
ACTIVE BEINGS, MONETARY 
SYSTEM, MAGIC, EDGAR, SAVE 


LOAD FACILITY PLUS MANY 
OTHER FEATURES 


As well as being a fast ingenious 
compelling adventure in itself-the 
Mountains of Ket is the first of a 3 
part series that builds into a 
mammoth adventurers challenge 








7 Pal 
cP eat = 
Lo > 
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Incentive: It could be adventageous 
it you achieve 100% !! 


NOO2 £5.50 





ARCADE 


ONE OF THE MOST ORIGINAL 
AND COMPELLING ARCADE 
GAMES EVER PRODUCED! 
STARRING ZIPPY! 


“SPLAT! is one of the most 
addictive games | have ever played 
on the 48K SPECTRUM, It is 
certainly the most original 
Computer & Video Games 


NOW AVAILABLE FROM WH SMITH 


AND BOOTS. 
48K SPECTRUM CHALLENGE 


FROM ores ice i in LTD nool F550 


All programs run in the 48K 2X SPECTRUM and are available from all 
good computer shops. In case of difficulty please order direct using 
the coupon below. 

Please send me (tick box(es) required) 

19841] MOUNTAINSOFKET Q SPLAT O 


All at £5.50 each (inclusive of VAT and 1st class postage) 





Address 


cist INCENTIVE SOFTWARE LTD., 54 London Street, 
Reading RG1 4S(Q. Tel: Reading (0734) 591678 


So far in this series | have looked at the 
history of wargaming and the reasons 
for putting a wargame onto a computer 
in the first place. But now we start to 
get heavy with the maths. 

Don’t worry, | can assure you that 
the mathematics are simple enough 
for even me to understand, so | don't 
think you'll have any problem at all in 
understanding them. It is a common 
fallacy that to be a good programmer 
you need to have an in depth know- 
ledge of mathemetics. It just ain't so, 
but a knowledge of how to add and 
subtract does help. 


The Need For Random 
Numbers 


Why do we need random numbers? In 
the design of any wargame you will 
find that giving predefined results to 
the choices presented to the player 
soon leads to a very boring game. This 




















; 
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is exactly the opposite of adventure 
games where predefined answers are 
needed to guide the player to the 
inevitable conclusion of the game; the 
skill and interest comes from finding 
the answers. 

In a wargame the player is pre- 
sented with a conflict, and must do his 
best to ensure that the conflict comes 
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out in his favour. His range of choices 
must be much greater and the level of 
certainty must be less in each choice. 
To pursue each possible choice to its 
conclusion would require a logical tree 
structure much greater than the 
present-day micro could contain. (It 
would probably stretch the capabilities 
of the largest mainframe computer). 
So uncertainty must be treated as 
randomness. 


How To Use Random 
Numbers 


Right, on to random numbers them- 
selves. A random number is a number 
within a defined range that could not 
be predicted from what has gone 
before. On computers it is impossible 
to produce random numbers, but 
nearly all microcomputers have the 
facility to produce pseudo-random 
numbers. These are numbers which 
are very difficult to predict, so for prac- 
tical purposes they are random. 
Many micros use the operator 
RND (n) to produce a random number 
between one and the integer. On 
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nearly all micros RND (0) will produce a 
random number between 0 and almost 
one. So to produce a random integer 
between one and six your formula will 
be asin Fig.1. Also in some micros there 
is a way to ‘seed’ the random number 
generator i.e. set it up to produce ran- 
dom numbers. By using the RND func- 
tion in formula it is possible to produce 
ranges of random numbers which will 
be of use in programming a wargame. 
The best thing for you to do is check in 
your Own computer's manual to find 
out how to generate random numbers. 

The formula in Fig.1 will 
produce an equal chance for 
each number, one to six. 
However, there are ways to 
bias the distribution of 
numbers. 










For instance, the formula in Fig.2 
gives a bias towards numbers in the 
centre of the distribution: the number 
four is three times more likely to occur 
than the number one. The formula in 
Fig.3 gives a bias towards high 
numbers: the number five is nine times 
more likely to occur than the number 
one. Experiment with different distri- 




























Diagram 1 


1 2 3 4 5 


FORMULA. INT(RND(O)*6+1) 


Diagram 2 


1 2 3 4 5 6 


FORMULA. INT((RND(0)+RND(O))*3+1) 


Diagram 3 


FORMULA: A = INT(RND(0)*631) 
B = INT(RND(0)*631) 
IF A<B THEN A=B 





butions to get different effects: 
INT(RND(O) * 4 + RND(O) * 2 +L) will 
give a distribution similar to NBG but 
with a centre. 1 — INT((RND(O) + 
RND(O)) * 3 + 1) gives greater chance 
to higher and lower numbers than to 
middle-range numbers. In the example 
given | have restricted it only to formu- 
lae providing numbers between one 
and six. 

There is no reason not to use a 
range of one to 10, or 56 to 97 — any 
range is possible. Program One gives 
an opportunity to try out different 
formulae to find out what their distribu- 
tions are. 


Wargame Usage 


So that’s the basics of random 
numbers. How are they used in war- 
games? 

The first use is to give random 
results in battles, a use common to 
many wargames. For intance, in a 
battle the losses for each side could be 
calculated as: 
own strength — enemy's strength 
X INT(RND(O) * 30 + 1)/100. 

This particular formula allows a large 
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force to have a greater chance of win- 
ning against a smaller opponent than 
of losing, but doesn’t give certainty. 

The other main use for random 
numbers is to control a computer 
opponent. The creation of a capable 
computer opponent is a large subject 
by itself, and | shall try to cover the 
principles here, and show how random 
numbers play their part. 

A computer opponent must 
behave in a sensible way and aim for 
victory over the human player. To do 
this it must have clear objectives. This 
means that not only must there be a 
way for the computer to achieve 
victory, but there must also be a path 
by which it can achieve that victory. 
The computer must be able to react to 
the actions of the player in such a way 
that its overall strategy is logical. 

iG FRINT "“*what is the lowest 
number in the range” 
ZO INPUT mi 
3O PRINT “what is the highest 
number 1n the range" 

INPUT mh 

SQ LET mr=mh-mi+ts 
a Dim r Cmr? 
FOr 1}=1 TO mr 


So LET ctl yo 


2 Mery) 2 


100 LET mvemretmr 
14.0: FOR 1=1 TO mv 
REM a=random number formula 
i:3O0° REM eg i1# distribution is as 
fiqure 1 
i140 PEM and range 16 11 toa 
1? then: 
150 LET a=INT (RND#mrem}) 
LS, REM where ml is 11 and mh 
4G. 3c 
Sco LEY ex=a-mirt 
20 EE or Cacder taxhrel 
Bee Hex if 
G FRINT "“distributiecn result® 
, T “snditiser a3 Geet t nines 
b Sh i m4 Ty tw 


2-60 LET sex=1emi-i 





So you must set out clearly before 
you start what are the computer objec- 
tives. For an example, let us take a 


simple wargame; two armies are at- 


opposite ends of a game board, a city 
lies midway between; the winner is the 
army that occupies the city for three 
consecutive turns. 

Obviously, the main objective for 
the computer is to occupy the city for 
three turns. But there are a whole host 
of other objectives. The player must be 
stopped from occupying the city for 
three turns, the computer must move 
fast enough to gain control of the 
centre of the board, but must maintain 
cohesion between its different units. 
Then there are local objectives, 
depending on the status of the battle. 
Units must not be moved into exposed 
positions if possible; units must be 

ositioned in such a way as to allow 
ocal pressure to be brought to bear 
either to capture the city (the main 
objective) or to weaken the player's 
forces (a secondary objective). But 
most important, the computer must 
not be predictable. 

Looking at the control of the 
computer's movement we should end 
up with a logical structure something 
like the following: | 
1. If the city is within reach and empty, 

and if total friendly strength next to 
the city is greater than total enemy 


strength next to the city, then occupy 
the city. 

2. If the city is within reach and enemy 
occupied then move next to the city. 

3. If there is a friendly force within 
reach then move next to it, as close 
to the city as possible. 

4.Move in a random direction, with 
50% chance towards the city, 10% 
chance away from it, 20% chance 
parallel to the city in each direction. 

This structure ignores the need to 
deal with enemy units, and can lead to 
units being places in exposed posi- 
tions, but as a basis for a computer 
opponent moves sensibly it has 
potential. 

In the above article | have looked at 
randomness and generating computer 
opponents. In next month's spotlight 
on wargames | will look at more items 
which come into wargame design — 
defining the game, testing the design 
and data storage techniques. 


MILITARY REVIEW 


Johnny Reb 


Published by Lothlorien for the 
Spectrum, BBC B and Oric 48K. 
Price: £5.50 (Spectrum), £6.95 
(others). 


Johnny Reb is a wargame set in the 
American Civil War. It revolves round a 
generalised battle of the period con- 
cerned with the capture of a river 
crossing. 

The game loads behind a front 
page showing the flurry of the Con- 
federacy. It begins with a question and 
answer session to determine who 
plays and what forces are to be used. 
The game provides the option of two 
players, or one player against the com- 
puter with the player choosing to play 
either the Confederacy or the Union. 
The forces chosen can consist of up to 
20 infantry, up to 20 cavalry and 20 
artillery. In practice there is no point in 
choosing more than five artillery units 
because ammunition is rationed. 

When the forces have been 
chosen the game map is drawn. This is 
always appropriately the same — a 
river flows centrally down afield witha 
bridge crossing it and a forest is 
located on the right bank. The player's 
forces are set up on the right bank and 
the computer's forces (or other 
player's forces) set up on the other 
bank. The winner is the first to reach 
the enemy’s command post with three 
of his units. In practice elimination of 
the enemy is a more common 
occurence. 

The game plays fairly well, but the 
computer does not provide a very 
strong opponent. It tends to gather its 
forces towards the bridge where artil- 
lery can wreak havoc on the massed 
forces. This highlights another prob- 
lem inthe game: the artillery is incredi- 
bly powerful, which is unhistorical; it is 
also invariably accurate. The way to 
win the game is to hold off from cros- 
sing the river until the opponent has 
been defeated on your side of the river. 
In a two player game this leads to a 
virtual stalemate with a desultory artil- 
lery duel; in a player versus computer 
game the computer can be defeated 
using this tactic as it will always 
attempt to storm across the bridge. 
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PILOT YOUR SPACE CRAFT THROUGH THE SIX DEFENCE | 
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(SOM PULTE 


Make sure you get every issue of ZX 
Computing — Now bi-monthly! 





Just £12.10 will ensure the next six issues 
will be lovingly wrapped and posted to 

you. Just fill in the form below, cut it out 
and send it with your cheque or postal order 
(made payable to ASP Ltd) to:- 


ZX Computing Subscriptions, 
513 London Road, 
Thornton Heath, 


Surrey CR4 6AR. Roun 
tre? mong 
Alternatively you can pay with your Access or Barclaycard rene corrware 


in which case simply fill in your card number, sign the 
form and send it off. Do NOT send your card! 


Make the most of your ZX computer with ZX Computing — 
Now bi-monthly! ° 





/am enclosing my (delete as necessary) 
cheque/Postal Order/international Money 
Order for £ 
(made payable to ASP Ltd) 
OR 





COM PUUILTG 





Debit my Access/Barclaycard* 


ZX COMPUTING Subscriptions, (* delete as necessary) 
513, London Road, 


! 
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Piease commence my subscription to 2X Computing 


EAE VETY, DORK ISEUE: Please use BLOCK CAPITALS and include post codes. 


NAME (Mir/Mire/Miss).. c.5.6 60 BS SRE IOS Sas 
SUBSCRIPTION £12.10 for six issues 
RATES UK RDB REB Gs ocice siasecone saensice Messin? BORO) Bob miace he ayers 


a pila\’@le%se e4 42(6l*eoe wetenéeee afe.e5 G6 O16 Bee Se ev ecia Se BO) 8 2S ©.) E-.4 


£13.60 for six issues 
(tick [ ] as overseassurfacemail — iw iw ee ee ee POSTCODE: sh coda aces onion 


appropriate) 


== SWIRLING ose BR Shim See Searels Wma Ohare Sareea Theos 
£24.40 for six issues " 
overseas airmail iste ec. eee eS HOSES Di@aby oivaess Steseaees wracass 
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STOP PRESS: 


There are now sixty games on this fantastic 
compilation, yes 60 super high resolution arcade 
games that you will have hours and hours of 
enjoyment from, guaranteed!!! 


. ING VL IWVAIl COC CAPEARICNCE 


ANGYU SUFIWARHE. 













* [tts impossible to — 
: ~ tell you everything 
. about the 50 games on i 
. CASSETTE - 50 but they include 
" many types such as maze, arcade, | 
missile, tactical and logic games, Ny 
to suit most tastes in corn lf aie 
game playing. 
CASSETTE - 50 will appeal to 6s 
people of all ages and the games _ 
- will provide many hours of — -- 
' entertainment for all the family at | —— 
a fraction of the cost of other 
computer games. - 


Address 





Post Code 


= | Country 





\50 GAMES ON ONE CASSETTE. 


DRAGON GO Gas ‘Spectrum ‘ @oppic™ ‘ATARI ORIC-1 2X81. VICE 20 © 


SS ee ee SE SE EE Ee ee 


EXPRESS DELI Vast er per tape. | enclose a cheque/postal order for 


ORDER NOW 


poner & Stockists enquiries meleane. 


MAIL ORDER PROTECTION SCHEME 


If you order goods from Mail Order Advertisers in this 
magazine and pay by post in advance of delivery, this 
publication will consider you for compensation if the 
advertiser should become insolvent or bankrupt, 
provided: 


1. You have not received the goods or had your 
money returned; and 

2. You write to the publisher of this publication 
explaining the position not earlier than 28 days 
from the day you sent your order and not later than 
2 months from that day. 


Please do not wait until the last moment to inform us. 
When you write, we will tell you how to make your 
claim and what evidence of payment is required. 


We guarantee to meet claims from readers made in 
accordance with the above procedure as soon as possi- 
ble after the advertiser has been declared bankrupt or 
insolvent to a limit of £1,800 per annum for any one 
advertiser, so affected, and up to £5,400 p.a. in respect 
of all insolvent advertisers. Claims may be paid for 
higher amounts, or when the above procedures have | 
not been complied with, at the discretion of this pub- 
lication, but we do not guarantee to do soin view of the § 
need to set some limit to this commitment and to learn 
quickly of reader's difficulties. 


This guarantee covers only advance payment sent in 

direct response to an advertisement in this magazine 

(not, for example, payments made in response to 

catalogues, etc. received as a result of answering such 
advertisements: 


CLASSIFIED ADVERTISEMENTS ARE EXCLUDED. 





VALUE tha tS - 
: out of this: world 









Please send me by return of post, Cassette 50 at £9.95 





l¢ | made payable to 

L_____ Cascade Games Ltd. | 
Please debit | ~~ a 

my BF No. a Ay 





SPECTRUM | ORIC-1 ZX 81 yiC 20 f 
BBC AB DRAGON ATARI APPLE [-] 
a Cascade Games Ltd., ! 
Suite 4, 1-3 Haywra Crescent, Harrogate, 


cascade North Yorkshire, HG1 SBG. England. i 
*fit—" Telephone: (0423) 504526. eee 
GC 3/84 _/ 


Lineage: 35p per word. 
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N= 


Semi display: £8.00 per single column centimetre 


Ring for information on series bookings/discounts. 


All advertisements in this section must be prepaid 
Advertisements are accepted subject to the terms and conditions 
printed on the advertisement rate card (available on request) 


| ACCESSORIES [ff ATARI SOFTWARE 


DUST COVERS 


Vic 20/64 Dragon 32/64 Atari 800 (old 
model)/600 XL. BBC A & B Electron 
Spectrum Cass Unit C2N (oid model) 
C2N1530 (new model) and Atari (410/ 
1070) in natural quality vinyl. Just send 
£2.95 (Spectrum £1.50) or £3.95 to inc 
cass. cover, stating computer and 
cassette mode. Cassette cover £1.501toa: 


ALLEN ENTERPRISES 
Freepost, Dept GC, Luton LU2 SBR. 


ATARI SPARES _ 


Stronger replacement 
handle inserts. Arcade 
£2.50 per pair 
Joystick handle top fire Button kit 
| Gives dual firing & left or right hand 
control, £2.95 eacn 
48K Ram board. £59.95. All post 
ree 

Computer Supplies (GC) 

146 Church Road, BOSTON, 
Lincs PE21 0JX. 


joystick 
quality 


CABINETS 


Keep your 
accessories dust free, 
tidy and secure. 


Write or phone for 
colour brocnure: 


MARCOL CABINETS 
PO Box 69, Southampton. 


TEL: 0703 731168 


READERS 
SEARCH 
THESE 
COLUMNS FOR 
THE HIGHEST 
QUALITY 
PRODUCTS. 
MAKE SURE 
THEY SEE 
YOUR 
ADVERT 


micro anda 


SPECIAL OFFER 
for Atari 400/600/800 owners 
Hire your first 2 games free from our 
extensive range of software. Up to 
ihe minute releases available. Apply 
now! Send $.A.E. quoting reference 
(3.0. to 
CHARNWOOD GAMES 
27 Warwick Avenue, Quorn, 
Leics. 

Tel: 0509 412604 


Atari 400/800 Madame Guillotine 


The first in our new ‘Budget’ series of 
games software. Novel version of 
Hangman. Play against a friend or 
accept computers challenge. More 
than 400 words in memory. 4A correct 
guess gets you a front row seat in ine 
pee 16K cassette only £5.95 in 
neques/POs to: T. Smith Sottware 
(Dept GC), 26 Wesley Grove, Ports- 
mouth, Hants Fae ae SAE for lists 


ATARI 400-600-800 
OWNERS 
MIDLAND GAMES LIBRARY 
Do you want to join a fastelficient and 
friendly library, which boasts over 500 
original programs on cassette. disc or 

cartridge for you to hire 


We are a long established library & all | 


Our games are originals with full 
documentations 
Send 5.A.E. for details or ring 


0242 674960 


between 6pm - 9pm 

48 Read Way, 
Bishops Cleeve, 

Cheltenham. 





ATARI 400/800 OWNERS 


NEW GAMES 

Computer Battleships 

Mastercode (Mastermind type) 

Eagleye (Connect-4 type) ..£5.95 

Adventure Time (Text 
ADVeNture)....ccccees .. £7.95 

Why Sk OS! ng th 1lOSE oF eCIOUS 3 pra- 

grams? With our range of utilities 

you can make a back-up of almost 

all your software 

Tape backup (single and multi 
SIRQE | weceinckoodeastvaveevwscane Reve 

Tape to 0 sc (Sir Tae stage).. £9.95 

Disc Copier (inc. bad sectors) 

AUITOITIB IU cesseovsncsvencusewaceca deg Ge 

AWG, 145 Bankside, 

Westhoughton, Bolton, Lancs. 





OT 


437 0699 


send your requirements to: 
SALLY COLLINS, ASP Ltd., 
1 GOLDEN SQUARE, LONDON W1. 


eee TI99/4A 


utahon, All progran 
re kaphies and sound 
WARGAME the computer or anothe 
ayer Fy 14 i et Tancom lernain. tanks 


artilior 4 Siralegy factics and teai-tim 


a 
Highly recommended £6.00 


Siasbaaiedy Role Te Our IM 5 rahe Tw 


Taclnonal 


se (iC Ring OF wera eepenecnr as vou ff 


play a clever comp. ; ago | 


GRAPHICS PAIRS | 3 pelman 


fC wl ao ream t pe WOLF Faadientd {a 


+ Vey ie ri ey 
at] Me BUTE ima d ay F 
hie |e jane f 


BATTLEFRONT HSE arcad 


jneed (he Ext nded Basic 


ALL PRICES ARE FULLY INCLUSIVE 
TX SOFTWARE, Dept GC, 
109 Abbotsweld, 
Harlow CM18 6TQ 





VIC 20 SOFTWARE 


Many special offers. For 
cataloque/ price list SAE 


PANDA SOFTWARE 
ROOMS 1-2, 2nd FLOOR, 
315-319 HIGH STREET, 
CHATHAM, KENT. 
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NATIONWIDE 
DEALERS 


LANCASHIRE 


| MICROS 


BBC, Sinclair, Commodore, Oric, 
Dragon and Lynx personal computers 
Also the widest range of software 

books and accessories in the area 
51 Queen Street, Morecambe, Lancs. 
Tel: 0524-411435. Also open Sundays. 


The Games Shop and Computer 
Software Centre 
TEL: 0224 643740 

3 Waverley Place, Aberdeen AB1 14H 


























Stockists of Spectrum, Dragon, Vic-20 | 


& Commodore 64 software, Extensive 
selection of Books and Magazines 


ZX81 


SOFTWARE 


Fawkes Computing| 


GAMESTAPE 1 (for 16K 2X81) 
Four games on 1 cassette! ("A very 
good cassette,” Which Micro? Nov 83) 
The games are: 

Dodge It Eat the dots while avoiding 
the computer's car (Dodgems), mic. 
Trojan Dragon Defend the castle, not 
as @asy as it sounds! ("Offers rather 
more of a challenge than may at first be 
apparent, “Which Micro?” Nov 83) m/c 
Deathtrap Avoid getting trapped by the 
computer. (m/c) 

Tablets of Hippocrates Adventure 


































WANTED — 


GAMES WANTED. Record com- Kraals 
pany world wide outlets starting 










game ("By itself, would be worth the 
£4.95," Which Micro? Nov 63.) Answer 
sheet available. 

All the above 4 games on 1 cassette for 


VIC-20 16K ADVENTURES. 
Kingdom — in iwo parts 


F495. Marooned — very addictive 


: CAE er ly £4.95 (ail in 
new software ane Send ASP ee 0. de at are Buntastt Fawkes Computing (Dept Gc), 
presentation. 13 ount View, . 49 vig OnKS iy Vali untingrora, 41 Wolfridge Ride, Alveston, Bristol 
Northwood, Middlesex 01 437 0699 Herts SG9 9L )s BS12 2RA. Tel: (0454) 416706_ 









HOLIDAYS [Hf  cervices SOFTWARE GAMES 











SOE Sree REPAIRS. Send your | 22: <= weee 
faulty joystick with £4.00 to cover = 
repair and returnec stage, Allow 28 ae erated creed Rett tessa etar ee ater iad tes 
days Ou u ckshc i approved repalr- n lifelike: simulation which includes emergencies 
ars Ro wan Ass ociates o + > anes a ae be gin foes and svete ne fail roc ric 
— worde Road, Dunstable. Beds LU6 pr mig isnlay 
For Teenagers 12-18 gt. : ne eLseatd 
Expand your knowledge and quiz our nerate | 3 aires ate 
experts at 2 moder computer a HUIS. i Se thrust. Drak 
cenie 5. Ta ad i er ! i 
B Advanced BASIC software a 5 heal S41 nulAlin 
development puter Apr B3 ACTUAL SCREEN PHOTOGRAPH 





"£9.95 (PP and VAT 4 


@ introduction to high-level lanquages ine 
D.A. C. C. Ltd. (Dept GC) 23 Waverley Road, Hindley, Gtr. Manchester WN2 3BN 


@ ‘ain frame and microcomputers 
















Please send me your Adventure 
Holiday brochure for 6-18s 


Name: | 
Address: 





ire and SAE tc “Currana: “40 
Libson Close, Cinnamon Brow, 









| . | Hadgate, Warrington, Lancs. pe Lad deve oe in the SOPs? 
$$$ YOur gal 
Postcode: st uP TO 50% OFF! 
|. Cand today te ensivi fr ae 


_——— Age: | FOR ALL YOUR K-Tel Double Siders £8,98. Hobbit 
: ie 95 | > £12. 95 < AL eA-S0 

_——- Free colour brochure. 

> en Tel: (0989) CLASSIFIED 0 free. S) AE for It Hots Spe 


lists ‘stating computer and get o1 
FREE INTRODUCTORY OFFER! 
ATLANTIS GAMES, 

Dept GC, 28 Tile Kiln Lane, 
Hastings, East Sussex. 


ADVENTURE 2 coe NEEDS PHONE 7 20 “NCC. 12 York Close. 
G ur venture r Ba fi Beds MK45 4QB. 
Sears Aes erromn| ASP 01-437 0699 eDaily 





When placing your ad, please state classifi- 
cation required 35p per word. 

send to: ASP Classified, 1 Golden Square, 
London W.1. Tel: 01 - 437 0699. 


Name 
Address 


| det no.toay 


lease place my advert in GAMES COMPUTING | : Issues COMMENCiNng as SOON as possible 


‘seasy 
to complain 
about 
advertisements. 


The Advertising Standards Authority. 
if an advertisement is wrong, were here to put it right. 


AS.A.Ltd., Brook House, Torrington Place, London WCIE 7HN. 











SPECTRUM GAMES 


SPECTRUM DARTS (48K) 


Five games of darts for 1-5 players, 501, Cricket, Killer, 

Round the board, Noughts and Crosses, four levels of play 
per game, take on the computer or friends at these games of 
ee SEU Ee Take MY Sve FC 6 9 Sis 2 £5.50 


WHEELER DEALER 


As for the Commodore 64, but now available for the 48K 
Spectrum, Texas TI99/4A and Dragon........... £5.50 


VIC-20 

GAMES AND UTILITIES 

JACKPOT 

This is it, the ultimate Fruit Machine for the VIC with 
nudge, hold and respin 100% machine code. ‘‘Overall 
Jackpot is a beautifully written simulation giving superb 
graphics, animation and use of colour. In fact, this pro- 
gram makes Commodore’s Fruit Machine cartridge look 
unbelievably cheap and nasty.’’ Home Computing Weekly 
BIG 20) E988 eee cas Ge Geel vise wee eee £5.50 


KWAZY KWAKS 


Accuracy and speed are required for this Shooting Gallery, 
superb use of colour and graphics in this new and challeng- 
ing game from the author of Jackpot. 100% machine code, 
joystick or keyboardcontrol............0....000- £5.50 


PACMANIA 

Choose your own game from the following options — dif- 
ficulty 1-3 speed 1-3, size of maze 1-3, visible or invisible 
maze, still or moving power pills, define your own key con- 
trols, any combination, if this is your type of game, then 
this is the one for you, for the 3K expand VIC...... £5.50 


BUGSY (Joystick Only) 

This is a Minefield with a difference as you step on the 
stones whilst collecting purple boxes which give your both 
time and points, they disappear from beneath your feet. 
DO NOT DESPAIR! ‘‘BUGSY”’ will randomly replace 
the stones but avoid bumping into him or its sudden death! 
An original compulsive and challenging game...... -, £5.50 


MINI-ROULETTE — PONTOON — HI-LOW 


Three great games of chance for the VIC, try to beat the 
computer, hours of fun, full colour, sound effects and 
EES ci, Kee cea imitans genres pom Yeied SOCOM 


DATABASE — create your own files and records on tape 
ee re te ee Ee ee a ee £7.50 


SUPER BANK MANAGER — A full feature version any 
memory size, but needs 3K expansion............ £7.50 





COMMODORE 64 
GAMES AND UTILITIES 
JACKPOT 64 


At last its here, specially written for the 64, by the author 
of ‘‘ JACKPOT” the ultimate Fruit Machine program for 
PPro shes csc Mahe Wiadietce eM Ie £5.50 


(available from Ist Nov) 
WESTMINSTER 


A game for up to four players, can you lead the party of 
your choice and win the general election, you tour the 60 
constituencies (seats) buying votes, when you can, (just 
like the real thing), this must be one of the first board type 
games specially written for the computer. Why play on 
your own, have fun with your family and friends playing 
WES TTINS PER accawsawiia cok wa Carcenenteeen £5.50 
RED ALERT 

A game for 1-4 players, with sound and graphics. Make 
money in casinos, commit robbery, hide from the police, 
hire secret agents, (some of whom can be treacherous), 
negotiate for weapons, find and attack the secret rocket 
base to launch the missile, and watch the havoc and 
destruction caused. There’s no turning back from 
“RED ALERT”’ 


WHEELER DEALER 


A game for two to twenty players, become a tycoon of the 
motor trade, you must obtain gearboxes, tyres and engines 
to produce cars for sale. Form syndicates, buy and ex- 
change parts, buy dealerships, but be careful, you may 
become bankrupt and have to liquidate, find out what you 
are made of, have you got what it takes to become a 
WHEELER DEALER... ...5.0sscestiees See koe ONG BERS £5.50 


LUNAR RESCUE 

Our new version, avoid the asteroid belt, to rescue the 
stranded scientists, then fight your way back to the mother 
ship, fast reactions are required to safely land and dock 
POULIN AL MOCIIES sais casts case caoaroiocae wae His £5.50 
PURCHASE LEDGER 

Easy to use, single entry, handles 400 invoices per month, 
Grass/ Nett: purchases, VeA.ES eincsesannwn ow £14.50 


Disk VETSION) cece ao oes GEN GaSe ewes £17.00 
(available from Ist Nov) 

SALES LEDGER — As Above .............. £14.50 
Phisle WVerGHOrt) secauccciics Hits GR peace Saracen erereoe £17.00 


CHIPMON — Contains a one- or two- pass Assember, 
Disassembler and Monitor. A programming aid for the 
development of machine code programs and routines on 
the CBM (64 |. ..4 co iecsk@ ee OUN@ks Diy Gat HEN am £12.50 


BANK MANAGER — As our Super Bank Manager, but 
PCH eth i nee tec minine ne Ber ede Re WR £7.50 
Now available on disc with added facilities....... £10.00 
Full documentation with all utility programs. 

Other software available for the VIC and Commodore 64, 
send for free brochure, including RABBIT SOFTWARE 
at £5.50 each. Send Cheques/PO’s to: 


MR CHIP SOFTWARE 
Dept GC, 1 NEVILLE PLACE, LLANDUDNO, GWYNEDD LL30 3BL. 
Tel: 0492 49747 
Wanted: High quality software, of all types, for export and UK distribution. 
All programs now av ailable on disc please allow £2.50 extra. 
DEALER ENQUIRIES WELCOME 










THREE EXCITING NEW GAMES 













MICROWARE 


ve %2 


SLU ULE? 64 CUM es 64 


Not just a game... an Experience! 


We promise you won't be able to IT HAS IT ALL!..EXCITEMENT.. 
turn it off! It's a real skill tester and HUMOUR.. STRATEGY 
loads of fun to play! Jumpin’ Jack leaps into a totally 


new look for the 64 created by 


Play with the Keyboard or Joystick. Three Dimensional Graphics 


Choose your own operating keys 


: giving Full Perspective to the 
Cele Win ch aceon pate game... PLUS... hosts of features 
selecting Two Player Mode... bah a ene a 
Great graphics, super sound Submerging Turtles — Snakes — 
effects in the Livewire tradition Crocodiles — Otters — Lady Frog 
including a selectable Melody Mode — Dragonfly!!! 
where the tune is available at the 
touch of a key and Melody On is It's Fun *re 
indicated by a quaver graphic. IT'S FROGRIFFIC «++ 


Program No. LWO4 £8.95 Program No. LW02 £8.95 


i ur 2220 HEGH J220 8 iF 


¢ 






SCOPE MeO #2: 103020 
TI: Biss j 


ot 





a= fr rer PS 


oR OO 
BRR REE RS 
SBgqgas aaae 
28S 2 RRS SS 


SAU] 64 


NEVER BEFORE HAS A 
COMPUTER GAME LOOKED 
$0 EXCITING... 


..FELT AND PLAYED SO 
EXCITING... 
reLE Peay 


Watch astonished as the Triad Ky zm iu | remem | 
hurl themselves towards your PUREE TS wn Li: RAMEE 
craft in a remorseless battle e Complete with TWO YEAR 
against your intrusion. £] ? O le WARRANTY. 

ios ala Reet ae ee ae | : e Fits snugly into either hand. 
Your pulse laser will have to e Robust purpose designed 
turn white hot before this switches. 


encounter is over... ® Instant action — left or right fire 






















Featuring:- balan, 
Anew DIMENSION... é Canina New bution. 
PERSPECTIVE ¢ Non scratch grip pads. 
GRAPHICS... (om Sas - riblowdepiesus , 

Program No. LW03 £8.95 PM ovane ©)... 


Clip thé coupon below and return to Sumlock Microware Dept. GC-F3 
198 Deansgate, Manchester M3 3NE. == 
or Telephone: 061-834 4233 
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l 
iPlease send me the following Software 
! 


t enclose Cheque/P.O. for&£ | ___ inc. P + P ULK. only. 

ITo: Name al 

\Address 

= -2 ___ Post Code MICROWARE 








'. “ ; 
VAlso available from good computer dealers and bookshops nationwide. GC-F3 j Tee De ariegsie, Manciesier Nig ONE: 
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Steve Baks new Re 
Skramble 5 screens | 








Dave K} Screens + f ee 










same game from | Thatchers 5 Levels | -. i 
author America’s Mark first of another Ken | ee 
as Shuttle | Data Products many Kalish winner % ae As 
Mark Datas hig} : Rick Redmans aaa 
. 2 die Real Time Star Trek " IDEAL 
er i as Lge “nN sf ‘a in full machine code: ~— 


sfiac | SRODEA bs, £19948 


a4 TRURO ROAD, ST. AUSTELL CORNWALL PL25 5JE. TEL: 0726 3456 


r. = : 
— 7 
j 1 “T+ Ee "i 
a 





On Cassette £8 each Aas & aa aaa 
Selected titles available from tices re of Boots, John Menzies, Spectrum Dealers and all good computer shops 





